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STRIKE A LIGHT! A CASSETTE! 
IT MUST BE CHRISTMAS AND NO MISTAKE! 

US$4.50 
DM 10.00 




EXCLUSIVE!! 

A PLAYABLE DEMO OF 


US GOLD 


THE CUTEST PUZZLE GAME AROUND 


T^E BEST AMIGA CONVERSION YET 
OVER 60 GAMES REVIEWED!! (aaargh!) 


IP! 

■TAPE 3 

THUNDERBLADE AND 
I THE PEPSI MAD MIX CHALLENGE 


r WHAT ARE 
THE TOP 
20 ALL-TIME 
GREATS? 


LOOK INSIDE AND FIND OUT! 


WIN! OVER £2500 OF PRIZES! 

* 50 STOCKINGS FULL OF GOODIES! _ 

* A ROUGH ’N’ TOUGH DAY OUT AT AN ASSAULT COURSE! Bill 

* A YEAR’S SUPPLY OF CHEWITS! fl 

* THE ORIGINAL ARMALYTE ARTWORK - SIGNED BY OLI! E 

* LOADSA JOYSTICKS, LOADSA T-SHIRTS § 

AND LOADSA GAMES! 1 

* TONS OF RPGs AND BLISTER PACKS! // Hi 


&ENEK0U5. 


If your ZZAP! Mega-cassette 
isn’t here, request it from your 
newsagent in a cheerful and 
festive voice. 

















Software 

Centre 


AVON 

Ace Computers Ltd 

42 Cannon Street 
Bedminster 
Bristol 

Tel: 0272 637981 
Ace Computers Ltd 
3 North Street 
Bristol 

Tel: 0272 666341 
The Model Shop 
B Fairfax Street 
Bristol 

Tel: 0272 273744 
Virgin Games Centre 
18 Merchant Street 
Bristol 

Tel: 0272 294779 

BEDFORDSHIRE 

Hobbyte Computing 
1G The Arndale Centre 
Luton 

Tel: 0582 457195 
Software Plus 
Unit 11. The Boulevards 
Harpur Centre 
Bedford 

Tel: 0234 66598 
BERKSHIRE 
Ace Computers Ltd 
495-499 Oxford Road 
Reading 

Tel: 0734 393615 
BUCKINGHAMSHIRE 

Soft-Ly 
5 Deer Walk 
Shopping Building 
Central Milton Keynes 
Tel: 0908 670620 
CAMBRIDGESHIRE 
Software Plus 

43 Burleigh Street 
Cambridge 

Tel: 0223 353643 

CLEVELAND 

Chips Computer Shop 

151-153 Linthorpe Road 

Middlesbrough 

Tel: 0642 219139 

Chips Computer Shop 

Silver Court Shopping Centre 

Silver Street 

Stockton-on-Tees 

No telephone number 

Multi Coloured Micro Shop 

Dundas Arcade 

Dundas Street 

Middlesbrough 

Tel: 0642 230323 

Multi Coloured Micro Shop 

Dundas Street 

Redcar 

Tel: 0642 486643 

The Computer Shop 

14 West Row 

Stockton-on-Tees 

TeL 0642 606166 

Topsoft Computer Software 

3 Hambleioman Yard 

Stockton-on-Tees 

Tel: 0642 670503 

CO DURHAM 

Chips Computer Shop 

Clarks Yard 

Darlington 

Tel: 0325 381048 

Topsoft Computer Software 

5 Wellington Court Mews 

Grange Road 

Darlington 

Tel: 0325 486689 

DERBY 

Computa Centa 

17 Campbell Street 

Beiper 

Derby 

Tel: 0773 826830 

DEVON 

Software Express Ltd 
9 Exeter Street 
(The Viaduct) 

Plymouth 

Tel: 0752 265272 

The Model Shop 

11 Old Town Street 

Plymouth 

Tel: 0752 221851 

EAST SUSSEX 

Brighton Compuier Exchange 

2 Ann Street 

Brighton 

Tel: 0273 570240 


Computerware 
22 St Leonards Road 
Bexhill-on-Sea 
TeL 0424 223340 
Gamer Computers 

71 East Street 
Brighton 

Tel: 0273 728681 
Virgin Games Centre 
157-161 Western Road 
Brighton 

TeL 0273 725313 
ESSEX 
Computerama 
88/90 London Road 
Southend-on-Sea 
Tel: 0702 335443 
Lan Computer Systems Ltd 
1063 High Road 
Chadwell Heath 
Romford 

Tel: 01 597 8851 
Romford Computer Centre 

72 North Street 
Romford 

TeL 0708 765271 

Softsellers 

36A Osborne Street 

Colchester 

TeL 0206 560638 

Software Plus 

336 Chartwell Square 

Southend 

Tel: 0702 610784 

Software Plus 

Liberty Shopping Hall 

Basildon 

Tel. 0268 27922 
Software Plus 
15 Kingsway 
Colchester 
Tel: 0206 760977 
Software Plus 

Unit 1.28/31 Moulsham Street 

Chelmsford 

Tel: 0245 491746 

Software Plus 

Unit 1. Queensgate Centre 

Orsett Road 

Grays 

Tel: 0375 391164 
GLOUCESTERSHIRE 

The Model Shop 
79 Northgate Street 
Gloucester 
Tel: 0452 410693 
The Model Shop 
22 High Street 
Stroud 

TeL 0453 65920 

GREATER MANCHESTER 

Microbyte Home Entertainment Centre 

Unit 176 Halle Mall 

The Arndale Centre 

Manchester 

Tel: 061-832-1438 

The Computer Shop 

Kmghtsbridge Mall 

The Arndale Centre 

Manchester 

TeL 061 832 0878 

HAMPSHIRE 

Software Plus 

Unit 8. The Boulevards 

Wellington Centre 

Aldershot 

Tel: 0252 29862 

Ultima Retail Ltd 

118 East Street 

Southampton 

Tel: 0703 639419 

HEREFORD 8 WORCESTER 

Antics 

16 St Swithins Street 

Worcester 

Tel: 0905 22335 

Evesham Micros Ltd 

63 Bridge Street 

Evesham 

Worcs 

TeL 0386 765500 
HERTFORDSHIRE 
Hobbyte Computing 
10 Market Place 
St Albans 
Tel: 0727 41396 
Software Plus 
13 Town Square 
Stevenage 
Tel: 0438 742374 
Software Plus 
Unit 94. Inshops 
The Mailings 
St Albans 
Tel: 0727 64347 


KENT 

Computer Leisure Centre 

117 High Street 

Orpington 

TeL 0689 21101 

Modata Computer Ltd 

30 St Johns Road 

Tunbridge Wells 

TeL 0892 511555 

Software Plus 

35 High Street 

Gravesend 

TeL 0474 333162 

Software Plus 

Unit 2.4-6 Orange Street 

Canterbury 

Tel: 0227 458112 

Terri s Computers & Video 

90 High Street 

Sidcup 

Tel: 01 300 0990 

Terri's Computers 6 Video 

292 High Street 

Orpington 

TeL 0689 21515 

The Video Machine 

194-196 Canterbury Street 

Gillingham 

TeL 0634 56460 

LANCASHIRE 

Alan Heywood Video and Computer Centre 
174 Church Street 
Blackpool 
TeL 0253 21657 

Castle Computers of Lancaster Ltd 
9 Gage Street 
Lancaster 
Tel: 0524 61133 

Home 8 Business Technology Centre 
46-48 Yorkshire Street 
Oldham 

TeL 061 6331608 

PV Computers Ltd 

104 Abbey Street 

Accrington 

TeL 0254 35345 

LEICESTERSHIRE 

Cavendish Commodore Centre 

88 London Road 

Leicester 

TeL 0533 550993 
LINCOLNSHIRE 
Oaktree Computers (Turtlesoft) 

Unit 3. The Old Malthouse 

Springfield Road 

Grantham 

TeL 0476 76994 

LONDON 

Ace Computers Ltd 

766 Green Lane 

Winchmore Hill 

London N21 

TeL 01 360 3671 

Adams World of Software Ltd 

779 High Road 

North Finchley 

London N12 

TeL 01446 2241 

Erol Computers Ltd 

125 High Street 

Walthamstow 

London El 7 

TeL 01 520 7763 

G 8 0 Computer Electronics Ltd 

230 Tottenham Court Road 

London W1 

TeL 01 2551502/1 

G 8 B Computer Electronics Ltd 

13 Tottenham Court Road 

London W1 

TeL 01 580 3702 

Micro Anvika Ltd 

220A Tottenham Court Road 

London W1 

Tel: 01 636 2547 

Pilot Software Ltd 

32 Rathbone Place 

London W1 

TeL 01 636 2666 

Shekhana Computer Services 

221 Tottenham Court Road 

London W1 

TeL 01 631 4627 

Software Circus 

The Plaza on Oxford Street 

120 Oxford Street 

London W1 

TeL 01 436 2811 

Software Plus 

Inshops. 37-43 South Mall 

Edmonton Green Shopping Centre 

London N9 

TeL 01 803 8581 


Tri Computer Software Ltd 
161-169 Uxbridge Road 
Ealing 

London W13 

TeL 01 840 6136 

Virgin Games Cent/e 

100 Oxford Street 

London W1 

TeL 01 637 7911 

Virgin Games Centre 

527-531 Oxford Street 

London W1 

TeL 01 491 8582 

Virgin Megastore 

14-18 Oxford Street 

London W1 

TeL 01 6311234 

MERSEYSIDE 

Bits 8 Bytes Computers Ltd 

18 Central Station 

Ranelagh Street 

Liverpool 

TeL 051 709 4036 

MIDDX 

Adams World of Software Ltd 
190C Station Road 
Edgware 

TeL 01 952 0451 
Adams World of Software Ltd 
265 Station Road 
Harrow 

Teh 01 863 7262 
Clik (Amiga Specialists) 

Unit IF. Willowslea Farm 
Spout Lane North 
Stanwell Moor 
Staines 

TeL 0753 682988 
Electronic 8 Computer Service 
1000 Uxbridge Road 
Hayes 

TeL 01 573 2100 

NORFOLK 

Jarrold Department Stores 
London Street 
Norwich 

TeL 0603 660661 
One Step Beyond Ltd 
11A Castle Meadow 
Norwich 

TeL 0603 663796 
Viking Computers 
Ardney Rise 
Catton Grove Road 
Norwich 

Tel: 0603 401982 
NORTHAMPTONSHIRE 
A-Z County Supplies 
23A Lower Mall 
Weston Favell Centre 
Northampton 
TeL 0604 414528 
Northerns Computer Centre Ltd 

13 Abington Square 
Northampton 

TeL 0604 22539 

Soft Spot Computers 

42 High Street 

Oaventry 

Northants 

TeL 0327 79020 

NORTH HUMBERSIDE 

Tomorrows World 

27 Paragon Street 

Hull 

TeL 0482 24887 
NORTH YORKSHIRE 

The Computer Store 

14 St Sampsons Square 
York 

TeL 0904 646934 

Yorcom - The York Computer Centre 

9 Oavygate Centre 

Davygate 

York 

TeL 0904 641862 

NOTTINGHAMSHIRE 

Byteback 
6 Mumby Close 
Newark 

TeL 0636 79097 
The Computer Shop 
Unit 250 
Victoria Centre 
Nottingham 
TeL 0602 410633 
Virgin Games Centre 
6-8 Wheelergate 
Nottingham 
TeL 0602 476126 
OXFORDSHIRE 
Soft Spot Computers 
5 George Street 
Banbury 

TeL 0295 68921 


SOUTH YORKSHIRE 

Just Micro Ltd 
22 Carver Street 
Sheffield 

TeL 0742 752732 

The Computer Store 

21A Printing Office Street 

Doncaster 

TeL 0302 25260 

STAFFORDSHIRE 

Castle Computers 

6 Hope Street 
Hanley 

Stoke on Trent 
TeL 0782 267952 
Castle Computers 
11 Newcastle Street 
Burslem 
Stoke on Trent 
TeL 0782 575043 
Miles Better Software 
219/221 Cannock Road 
Chadsmoor, Cannock 
Tel: 0543 466577/8/9 
Software City 
59 Foregate Street 
Stafford 

TeL 0785 41899 

SUFFOLK 

Softsellers 

5A Dogs Head Street 

Ipswich 

TeL 0473 57153 

Software Plus 

22 St Matthews Street 

Ipswich 

Tel: 0473 54774 

SURREY 

Barkman Computer Services 

1st Floor. Cardinals of Kingston 

6/9 Market Place 

Kingston 

TeL 01 546 5941 

The Games Room 

Unit 15. In-Shops 

Epsom Indoor Market 

High Street 

Epsom 

TeL 03727 44465 
The Model Shop 
89E Woodbridge Road 
Guildford 
TeL 0483 39115 
Ultima Retail Ltd 
1st Floor. White Lion Walk 
Guildford 

TeL 0483 506939 

TYNE 8 WEAR 

Microbyte Home Entertainment Centre 

56 Garden Walk 

The Metro Centre 

Gateshead 

TeL 091-460-6054 

Sunderland Computer Centre 

29 Crowtree Road 

Sunderland 

TeL 091 565 5711 

The Computer Shop 

7 High Friars 
Eldon Square 
Newcastle 

TeL 091 261 6260 
The Computer Shop 
9 Maritime Terrace 
Sunderland 
TeL 091 510 8142 
WEST MIDLANDS 
Evesham Micros Ltd 
1762 Pershore Road 
Cotteridge 
Birmingham 
TeL 021 458 4564 
Mr Disk 

11-12 Three Shires Oak Road 
Bearwood. Warley 
TeL 021429 4996 
Software City 
3 Lichfield Passage 
Wolverhampton 
TeL 0902 25304 
Software City 
1 Goodall Street 
Walsall 

TeL 0922 24821 
Software Express Ltd 
212-213 Broad Street 
Birmingham 
TeL 021 643 9100 

Watchdog Home Entertainment Centre 

40 Queen Street 

Wolverhampton 

TeL 0902 313600 

Virgin Games Centre 

98 Corporation Street 

Birmingham 

TeL 021 236 2523 


WEST SUSSEX 

Crawley Computers 
62 The Boulevard 
Crawley 

Tel: 0293 37842 
Worthing Computer Centre 

7 Warwick Street 
Worthing 

TeL 0903 210861 

WEST YORKSHIRE 

Microbyte Home Entertainment Centre 

33 Kirkgate 

Wakefield 

TeL 0924 376656 

Microbyte Home Entertainment Centre 

29 Queen Victoria Street 

Leeds 

Tel: 0532 450529 

Microbyte Home Entertainment Centre 
1 Kirkgate Mall 
The Kirkgate Centre 
Bradford 

The Computer Store 

13 Westmorland Street 

Wakefield 

TeL 0924 290159 

The Computer Store 

34/36 Ivegate 

Bradford 

Tel: 0274 732094 
The Computer Store 
40 Trinity Arcade 
Leeds 

TeL 0532 429284 
The Computer Store 
10 Square. The Wbolshops 
Halifax 

TeL 0422 69077 
The Computer Store 
4 Market Place 
Huddersfield 
Tel: 0484 514405 
Virgin Games Centre 
94-96 The Briggate 
Leeds 

Tel: 0532 443681/2 
WARWICKSHIRE 
Spa Computer Centre 
68 Clarendon Street 
Leamington Spa 
Tel: 0926 37648 
WILTSHIRE 
Ace Computers Ltd 
31 Farrmgdon Road 
Swindon 

TeL 0793 512074 
Antics 

8 Regent Circus 
Swindon 

Tel: 0793 611253 

EIRE 

Virgin Games Centre 
14-18 Aston Quay 
Dublin 2 

TeL Dublin 777361 

SCOTLAND 

Megabyte Computer Centre 

12 Ettrick Square 

lown Centre 

Cumbernauld 

TeL 0236 738398 

Virgin Games Centre 

28-32 Union Street 

Glasgow 

Tel: 0412210103 

Virgin Games Centre 

131 Princes Street 

Edinburgh 

TeL 031225 4583 

WALES 

Ace Computers Ltd 
87 City FToad 
Cardiff 

Tel: 0222 483069 
Bud Morgan 
22/24 Castle Arcade 
Cardiff 

TeL 0222 229065 
EC Computer Exhibition Centre pic 
2nd Floor. Glamorgan House 
David Street 
Cardiff 

Tel: 0222 390286 
Soft Centre 
28/30 The Parade 
Cwmbran Town Centre 
Cwmbran 
TeL 06333 68131 




















UGH-LTMPICS 


Choose from 6 UGH-LY athletes 
and compete, in 6 pre-hysterical 


started 


: . ■-] 


xN I' - 


Screen shots represept C 64 disk version: 


Electronic Arts produces Home Entertainment Software on most Computer formats. For 
a complete product catalogue, please send 50p together with a stamped and self-addressed 
A 5-sized envelope to: Electronic Arts "Catalogue Offer”, Electronic Arts, 11-49 Station 
Road, Langley, Berks SL3 8YN. 

vour nearest stockist. Dealers olease call (0753) 40906. 
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ISSUE 44 YULETIDE '88 EDITION 



ONTENTS 


MORECAMBE AND WISE CHRISTMAS SPECIALS 


RE-RELEASE ROUNDUP 

Old games at stocking-filler prices. 


ZZAP! HARDWARING 

Info on the add-ons that Santa might be dropping down the chimneys of all the good little girls 
and boys 


R THE CASUAL OBSERVER'S GUIDE TO ZZAP! 
WERS 

Know as much about ZZAPI's team of oddballs as they do themselves. A very short feature. 

THE DEFINITIVE MAP OF TIPS IN ZZAP! 

The where, where, where and where of all the playing tips ever printed in ZZAP! 



KNOW VOUR 
ITOR 


Gordon 'Hamper' Houghton talks turkey (4 
hours at gas mark 6, stuff and serve with 
cranberry sauce). 


8 


THE WORD 


Glad tidings of great joy for you and all Com- 
modorekind. 


34 


ZZAPBACK 


Paully gets a magic telescope for Christmas 
and he and Gordy look back to the halcyon 
days of Issue 19. 


BOMB THE 
BUDGET 

Rub the cream off your mince pies and take 
a gander at all this cheap gear. 


51 


PG'S TIPS 


Paul Claus his way to the top of the bumper 
Christmas selection of maps, tips and POKES. 


79 


ZZAP! RRAP 


Lloyd gets Santa load of Christmas mail. 


121 


__ LOGON 

Jason Gold (no Frankincense or Myrrh?) 
comms in from the snow. 


1 55 


__ THE SCORELORD 

ROASTS HIS CHESTNUTS 


. . . and brings you the highest scores 
around. 


124 


20 ALL-TIME WONDERS 'N' BLUNDERS 

We pay homage to the best and worst that six years of 64 software has to offer. 


126 


THE CHUCK VOMIT CHRISTMAS SHOW 

Who needs Perry Como and Val Doonican when you have a totally obnoxious troll to bring 
warmth to your fireside (by burning the rest of the house down)? 


146 


CHRISTMAS COMPILOFAX 

Bumperbundles of software to make the Christmas season go with a strange'NYINKYNYINKY 
WEEEOOOP' sound. 


i so 


A SPECIAL KINDA CHALLENGE 

ZZAP! turn their noses up at the Season of Goodwill and take on the reviewers of CRASH and 
THE GAMES MACHINE in a fight to the death (well, near enough as makes no difference). 


191 


MASTERBLAS- 
TER QUIZ The Bob Monkhouseof the 
software world, our very own Ken D Fish, 
presents a quiz to sort the tuna from the 
sprats. 



" \C, -rrtl PCT1VG.V' 




CLASSIC COM- 
:R COCK-UPS 

Mel Croucher reminds usthat computersare 
'Humbug!' 


164 


___ WALKER'S WAY 

Martin 'Axe-Man' Walker remembers The 
True Meaning of JSR $001F. 


176 


__ RESULTS 

Who's getting some unexpected pressies, 
then? 


180 


MAN HOOVERS 

The Christmas edition of the Strategy section 
that no-one can spell. 


211 


OUR CHRISTMAS 
LIST OF DEAD GOOD 
GAMES 

Basically, it's the charts. 


213 


PREVIEWS 

Whatyou should save your Christmas money 
for. 
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IVUnilA 

KOMPETITION 

Klassy joysticks going to 20 klever kontes- 
tants. 


1 02 


_ DC ■ ■ trt UfcAD 

THAN A LOSER 

Design an alien and win a copy of Electra’s 
BETTER DEAD THAN ALIEN! 


140 


ENTER THE 


BLOODBOWL 

Think logically and you could be in line for 
some RPG miniatures from Games Work¬ 
shop. 


EVERYBODY'S 
CHEWIN' IT 

Gremlin offer ten people a year's supply of 
Chewits (dentist bills not included). 

READY 

ASSAULTED COIVIP 

Have a day out at an army assault course 
courtesy of Encore. 


222 


_ MERRY MAR- 

TECH CHRISTMAS COMF 

If you can design a stocking which tops all 
others, you could take delivery of loads of 
Martech goodies. 


COMPETITIONS WRAPPED IN 
SWADDLING CLOTHES 


WIN ARMALOOT 

Thalamus give away the original ARMALYTE 
artwork and loads of other stuff! 


Average monthly sales 
for the period 


ABC 


JULY-DEC 1987 
Total: 82,933 
UK/Eire: 64,110 
©ZZAP! 64 Ltd 1988 

COVER DESIGN & ILLUSTRATION BY OLIVER FREY 


NEWSFIELD 

A NEWSFIELD PUBLICATION 
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ILUS 

Gold med al-winning Amiga conversion of the column climbing platformer. 

ROCKET RANGER 

Save the w orld from Nazi domination in this sizzling Amiga Cinemaware game. 

CYBERNOID 

Pull a Chr istmas cracker for the Amiga conversion of the 64 fab V triff shoot 'em up. 

IMPOSSIBLE MISSION II 

At last the classic platformer reaches the Amiga and proves just as addictive as it was on the 64. 


BOMBUZAL 

Imageworks bring bomb-busting banana belly-laughs to your Bommodore 
modore. 







































You never know what's lurking beneath the 
surface, laying in wait, ready to attack ... 

Any second now the underwater onslaught will 
begin taking you completely unawares. 

You'll need split secondldming as you drop yot 
depth charges - your % ti 

only weapons - as you V 


fight back destroying the 
enemy submarines armed 
with heat seeking torpedoes, 
floating mines and cruise 
missiles. 




3 £9.99 cassette £14.99 
n £8.99 cassette £12.99'4*1 
d £9.99 cassette £14.99 disk 
Amiga £24.99 disk' "-. 
ST & IBM PC £19.99 disk > 


BLEACHED SEA 
IES ITS FORCES! 


UNDER THE 


U.S. Gold. Units 2/3 























































































ADVERTISERS INDEX 


Incentive 

30-31 



Martech 

122 

Activision 

168-169 

Microprose 

. 50,120,183 

Bargain 

204 

Movie 

145 

Beau Jolly 

190 

Nebulae 

218 

Big Apple 

94 

New Era 

218 

Boots 

21 

Ocean 26-27.89.167.189.228 

Code Masters 

56,72 

Official Secrets 

218 

Compumart 

109,149 

Silica Shop 

73 

Computer Boss 

210 

Speedysoft 

217 

Database Publications 

16 

Superior Software 

110 

Datel 

40-41 

Technical Developments 

103 

Domark 

59,60-61 

Telecomsoft 

39,87,195 

Dynamics Marketing 

144 

Trade-Link International 

210 

E & J 

212 

Thalamus 

108,123 

Electronic Arts 

2-3,54-55 

Trybridge 

144,184 

Electronic Services 

212 

Tri-Logic 

66 

Enkay 

212 

Tynesoft 

179 

Ergo Systems 

217 

US Gold 


Euromax 

83 

6,36-37,64-65.78.143.173.203.221.226-227 

Evesham Micros 

184 

Vectar 

210 

Grandslam 

77 

Video Vault 

143 

Gremlin Graphics 

14-15,46-47 

Worldwide Software 

212 

Harwoods 

119 

WTS 

218 
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THE FISH 


A Fish lovers everywhere will sympathise with Ken as he tries to 
flee the grasp of an underwater assassin 


Christmas has come early this 
year - advertising won't be so 
hot next month sothis isTHE BIG 
ONE for 1988. We hope you like 
it (cue diabolical laughter). 

Meanwhile, put your big 
fleshy fins together, if you will, 
for the last of the additions to 
our staff. No less a celebrity than 
the famous Ken D. Fish has 
agreed to make occasional 
contributions to these greasy 
and stain-smudged pages. 'Just 
who is Ken the Fish?' I hear you 
ask. Well, ifyouturnto pages 176 
or 191, you'll find out soon 
enough. He's going to become 
something of a regular on the 
Results page, and he may take on 
one or two other projects if the 
workload gets too heavy for the 
rest of us. 

Other news this month is that 
we've been moved right to the 
top of ZZAP! Towers. We can 
now see perfectly over rows of 
ancient Ludlovian houses to the 
fields and cows beyond. In fact, 
on a cleardayfrom my windowl 
can just about see the bridge 
under which Chuck Vomit lives. 
At the same time pigs are flying 
over the man in the moon and 
sprinkling him with faery dust. 

If you look at the Hopper 
Copper review on page 48, you 
may notice that the Overall 
rating has been missed out. Due 


to the wonders of modern 
technology, we can now insert 
this here for your delectation-a 
cut-out-and-paste version of 
ZZAP! Here goes . . . uuugh! 
uuurrrgh! nyyyhghaah! . . . 

rOVERALL 30% " ■ 

■ Budding policemen (and 

■ everyone else) steer clear. 

That's better. Anyway, that's just 
about itforthis moon cycle. Keep 
your eyes peeled for those 7 
Sizzlers and 2 Gold Medals- 
we've had a brilliant time 
reviewing this month, I can tell 
you: Nebulus and Bombuzal a re 
just fantastic! What more can I 
say? - as you can see from the 
Contents, we've got 228 pages 
packed with features, 
competitions, regulars and more 
games than we've ever reviewed 
before! See you next month: 
we'll be a bit thinner but just as 
stupid. 




57 ^ 


Gordon Houghton 


A Yes, readers, here he is! The one, 
the only, the office photographic- 
type man, Caaaaameron Pound. 
Give us a smile next time, will you 
Cam? 


A This is a photo of (delete 
where appropriate): 

1) An imbecile who shouldn’t 
have been let in 

2) A baboon 

3) God 

T Would you trust this man to 
deliver your children? 


A Yes, it’s one of those pictures again. In their own small-minded 
way, the ZZAP! team attempt to wish you all a Merry Christmas. If 
only it wasn’t November. 


GAMES REVIEWED 


1943 32 

AIRWOLF 93 

AROUND THE WORLD IN 80 DAYS 23 

BATTLE ISLAND 31 

BOMBUZAL (GM) 18 

BUBBLE GHOST 28 

CAPTAIN BLOOD 17 

CAULDRON 90 

CAULDRON II 91 

CHEAPSKATE 49 

COMBAT LYNX 93 

COMMANDO 92 

CORRUPTION 134 

CRASH GARRETT (Amiga) 128 

CYBERNOID (Amiga) (S) 186 

DRILLER (Amiga) 162 

DYNAMITE DAN 91 

FIFTH GEAR 44 

FIGHTER PILOT 91 

FINAL ASSAULT 20 

FISH (Amiga) (S) 132 

FUSION (Amiga) 202 

THE GAMES-SUMMER EDITION 32 

GHOSTS 'N' GOBLINS 90 

HOPPER COPPER 48 

IMPOSSIBLE MISSION II (Amiga) (S) 196 

INGRID'S BACK (Amiga) (S) 134 

JOE BLADE II 42 

LEADERBOARD 93 

LIGHTFORCE 92 

MAJOR MOTION (Amiga) 201 


MENACE (Amiga) 185 

MOTORBIKE MADNESS (Amiga) 188 

NATO ASSAULT 30 

NEBULUS (Amiga) (GM) 170 

OVERLANDER 29 

PANZER STRIKE 180 

PEPSI MAD MIX CHALLENGE 23 

PETER BEARDSLEY'S INTERNATIONAL 
FOOTBALL 28 

POOL OF RADIANCE 127 

POWERPLAY 92 

POWER PYRAMIDS 24 

PRO SKATEBOARD SIMULATOR 49 

PRO SKI SIMULATOR 42 

PSI-DROID 44 

PULSE WARRIOR 48 

PURPLE HEART 20 

THE RACE AGAINST TIME 24 

REVENGE 2 (Amiga) 201 

ROCKET RANGER (Amiga) (S) 172 

THE SACRED ARMOUR OF ANTIRIAD 91 
SAVAGE 25 

SCORPION 43 

SHOCKWAY RIDER 92 

SLAYER (SM) 45 

STAR GOOSE (Amiga) 188 

STREET GANG 43 

STREET SPORTS BASKETBALL (Amiga) 198 
SUMMER OLYMPIAD (Amiga) 198 

SUPER DRAGON SLAYER 33 

ULTIMA IV (Amiga) 131 

WAY OF THE TIGER 93 

WIZARD'S LAIR 90 

ZYNAPS (Amiga) 199 
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A-CRUSADIN 
WE WILL GO 


You might think that the screenshot accompanying this 
piece is a bit tasty-and you'd be right: it was very tasty. 

But that's beside the point - if you've already read 
the Amiga previews, you may knowthat Iron Lord from 
Ubi Soft stars you as an ex-Crusader come home to find 
his homeland ravaged a lot. You must then prove your 
birthright through arm-wrestling, archery and sword¬ 
play in a world whose attitudes are about as medieval 
as dwarf-fondling. We'll tell you something, though - 
the preview version that we saw looked a bit good. 


BIG BRONX 
BILLY BAG 
OF FUN 

Right, listen 'ere you lot. This is the 
very first news piece in this festive 
month, so you'd better pay 
attention, OK? Here goes: 

Those extremely nice people at 
The Big Apple - a fab 'n' triff new 
company who we told you about, 
oooh, AGES ago now - have got this 
li'l ol' cute character called Bronx 
Billy. Clear so far? Good. The brill 
thing about him is that, when you 
join his gang ('The Bronx Billy Club') 
you get your very own membership 
pack, including a card and 
membership no., the opportunity of 
saving tokens for gifts 'n' goodies 
from a catalogue, a badge and free 
entry to newsletter comps. Loads 
more indescribably wonderful 
things await which are too 
wonderful to be adequately 
described by mere staff writers and 
editors. 


Oh - if ya wanna knaw tha address 
to join, this is it: send an 8"x10" s.a.e. 
to Bronx Billy, do The Bronx Club, PO 
Box910,London, Nil 17J. Aw-right? 


MUNCHING LOTS OF 
PEOPLE AND NOT 
MINDING 

. . . This is more like it! Much more fun being a nasty 
'orrible Chewits monster, wandering around eating 
innocent citizens. By the way, in case you're interested 
at this point, there's a Chewits comp on page 163, so 
there! 

Meanwhile, back in the city menaced by big teeth 
and great smelly lizard-feet, is the game based on this 
maligned creature: The Muncher from Gremlin 
Graphics. He's a pretty heartless beast, tearing down 
towns and terrorising tiny tots, but at the heart of it all 
he's very much a misunderstood monster. I mean, if 
you're favourite food was humans and your favourite 
pastime was demolishing skyscraper, what would you 
do? Come on, what? I'm sorry, but it just had to be said. 

All Friends of Innocent Rampaging Monsters (FIRM) 
should check out the game this very month! 


... is a very sick way 
so why convert this kind of 
behaviour to a computer? Oh well, 
one of the great mysteries in this 
nasty old world of ours. If you're into 
the simulation of that kind of thing, 
two games from Actionware (sounds 
like a make of leather gear...) will 
be just the ticket and fit the bill 


nicely. P.O.W. involves gunning 
down lots of people and not minding 
and Capone is, well, more or less the 
same thing. 

And that's all there is to it - so if 
you're expecting something fine and 
dandy and hunky dory with lots of 
candy and a wonderful story, forget 
it. 


GUNNING DOWN LOTS OF 
PEOPLE AND NOT MINDING 










































MUNSTER LOVING FUN 
AGAIN AGAIN 


supersonic jet machines, 
Afterburner (frrrom Activision) 
places you in the COCKpit (sorry 
about that typing error) of a quite 
fast plane. Zooming along over loads 
of different landscapes (all in 
glorious 3D) you're objective is 
to ... well... fly around and blow 
seven shades of fairy dust out of 
other quite fast planes. All in all, the 
arcade machine was, well, quite fast. 
Can the conversion live up to it? Will 
Captain Cheese Save The World from 
the evil Dr Deep-pan? Why are you 
asking us - wait for the full review! 


ALTERNATIVE PAT 


Yes, it's witty title time again (well, 
we thought it was witty, and if you 
didn't you can just go and stick your 
head down the toilet!) as we 
introduce those two mega coin-op 
conversions from Electric Dreams 
and Activision: R-Type and 
Afterburner. Hoorah! 

Oh, you wanna know more, huh? 
Well, we'll tell you then. R-Type, for 
the two of you out there who don't 
know (are you, by any chance, 
related?) is one of them right-to-left 
scrollers with fab and triff graphics; 
its great unusual feature is the 


Further to the wowee! zoom! news 
that Alternative are the (in their own 
words) 'No. 1 software house in the 
open market' (eh?) comes word of 
one of their Christmas releases: the 
ever-cuddly postie with the large 
and curiously shaped nose, 
accompanied by his noir et blanc 
feline accoutrement. In other words, 
one of Gordon's favourite TV heroes 
is about to hit your monitors with 
the force of something hitting your 
monitor with great force. Will it be a 
pat on the back? or a cow pat? More 
news as and when. 


Let's get this right, shall we. I don't 
wantto find myself explaining Again 
Again again. What do you mean 
you're confused - we haven't even 
started yet. 

Look, to make it easier we'll go 
from the beginning again. Again 
Again is a new full-price label, sister 
to the Alternative Software budget 
range. It kicks off for the first time 
(and not again at all because Again 


Again haven't released anything yet 
though they probably will again) 
with a game based on everyone's 
favourite family of Vampires. You've 
guessed it - The Munsters. Eddie, 
Granpa, Lilly and Herman are about 
to star in the only arcade game which 
deals with the goings-on in a totally 
normal, sane and absolutely healthy 
family. And that's it really. Oh yeah, 
the prices: £9.99 C64, £24.99 Amiga. 
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BIG 64 BUNDLES 


GREAT STEAMING 
BARBARIANS! 


feature ten Ocean and Domark 
games from the big and little 
screens, whilst the Family 
Entertainment Pack (cringe!) boasts 
more of a musical tilt - and it's also 
£50 more expensive at £199. Will the 
64 survive for another year or will it 
be a big flop? The buying public will 
decide... 


Two bouncy new 64 promotion 
packs are going to be available this 
Christmas - but then, if you've got a 
64 already, you won't want to know 
that, will you? OK then, smarty 
pants, wander off and make a cup of 
coffee whilst we tell prospective 
owners what they want to know. 

The Hollywood Pack (£149) will 


converted to the Amiga - a version 
of which is already underway. Drool 
over those graphics! Hack and slay 
those monsters! Pay lots of money to 
Gordon and not care! Watch this 
very magazine for a review 
sooooon! (cue barbarian-like 


Well, it just goes to show, doesn't it: 
news has just reached us that the 
Gold Medal winning Barbarian II 
went straight in at number one in 
the Gallup and Microdealer charts. 
Didn't we tell you it was good? 

Anyway, further to this info is the 
brilliant news that the game is to be 


THALAMUS ON THE AMIGA! 


Us lot down here have come to the 
flabbergastingly amazing 

conclusion that Thalamus have 
produced some excellent games. 
Absolutely, yes siree, no doubt about 
it they certainly have. But, and this is 
a big BUT (see), none pf them have 
been available on 16-bit before. 

Now, as an extra-special treat (and 
just in time for Christmas as well) 
those nice guys from Southampton 
have announced that all their 
incredibly brilliant, blockbusting 
titles should soon be available for 
the Amiga. Wow! That includes 
Sanxion (93%, Issue 19) the everso 
challenging horizontally scrolling 
shoot 'em up; Quedex (92%, Issue 
31) a game that Paul's not very good 
at; Hunter's Moon (92%, Issue 34) a 
shoot 'em up that Gordon is very 


good at; Hawkeye (Gold Medal, 
Issue 41); and ZZAPI's favourite 
shoot 'em up to date, Gold Medal 
winner last month, the absolutely 
amazing Armalyte. And if that 
doesn't get you drooling, nothing at 
all, not even a troughful of turkey 
with cranberry sauce, will. 




WA . • 

-sssssss 
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STAMPING 
ON BUGS 


SOFTWARE 

CIRCUS 


And nasty things they are, too - we 
stamp on them all the time, never 
mind all this liberal wishy-washy 
putting the bugs out of the window, 
dear. 

Anyway, those ever-so-cuddly 
cuties at Telecomsoft (again) are 
about to release the Amiga version 
(to you, sir, £24.99) of a bug-bashing, 
grub-grinding, beetle-cracking 
game which, from the versions we've 
seen, looks a little bit brill. So does 
Weird Dreams -which we saw at the 
PC Show - but that's another story, 
for which we have no screenshot. 
Sorry, but that's life, isn't it? 


Whoopee! Timeto break your piggy- 
banks, raid the bottom of your 
stocking, beg, steal or borrow 
because the circus has cometo town. 

And there won't be a smelly cage, 
death-defying trapeze artist ortiger- 
trainer in sight. Look, we didn't 
mean a proper circus with a big top, 
a man in a peculiar hat and all the 
rest of that stuff, what we meant was 
a shop called Software Circus. It's just 
opened in Oxford Street in London, 
see, and is going to sell vast amounts 
of leisure and business software. Not 
that the boss, Steve Markham is 
content to stop there. In fact, he 
wants to set up a whole string of 
shops all round the country within 
the next fewyears. Didn't knowthat, 
did you? ... somebody throttle the 
smart alec at the back. 


WIDE UNDERPANTS 


Yes folks, it's time for the superhero 
underpants joke again. So who's the 
lucky guy this time - Superman, 
Captain America, Spiderman, 
Captain Marvel? 

Nope, it's the man with the 
inimitable sidekick and the swishy 
silky cape himself - none other 
than ... Batman, a dude who gets 
ready for action so fast that he only 
has time to wear his underpants 
outside his keks. Ho ho. DC Comic's 
famous crime-fighter returns in a 
totally new Batman game from 
Ocean. 

This time it consists of a main core 
program from which a series of 
stories are loaded separately. Those 
everso nasty guys, Joker and Penguin 
are determined to wipe our hip and 
froody hero off the face of Gotham 
City's underworld and all Batman 


has to defend himself is a Batarang 
and a magic utility belt. Will the 
baddies win through? Will Batman 
die? Will Robin come to the rescue 
and save the world with his magic 
sidekick's utility belt? These and 
other crucial questions will be 
answered er... well, when the 
game comes out. It'll cost you 
though: £9.95 and £14.99 on the 64 
and £24.95 on the Amiga. Holy 
baloney! 


HIGH FLYING JAPES 


Let's get the price out of the way 
first: £14.95 cassette, £19.95 disk. 
What are we talking about? Why, 
Stanley, I thought you'd never ask! 

Digital integration, purrrveyors of 
such prrristine prrroducts as 


Tomahawk , are about to release yer 
average combat sim based on the 
FI6 fighter. Called (guess what?) FI6 
Combat Pilot, it will feature loadsa 
scrambling, desperate dogfights and 
tank busting. Fab, eh? 


WIN TICKETS 
FOR THE ALTON TOWERS 
CHRISTMAS SHOW!! 
(WOOOOH!) 

That very nice man, Mr Leslie Bunder from Audiogenic, 
('he's a very nice man') ('a very very nice man') is 
offering three free pairs of tickets to the Alton Towers 
Christmas show to you lucky lucky ZZAP! readers 


What do you have to do? Well, 
it's like this. Flip back to page 101 
of last issue's ZZAP! and you'll see 
the Helter Skelter review for the 
Amiga. A fab game if ever there 
was such a thing. 

Anyway, what Audiogenic 
want you to do is to design a 
Helter Skelter screen, using most 
of the game elements - and the 


best three screen designs will 
reward their bijou artist-ettes 
with these ace tickets. Get them 
in quickly to the usual address, 
because the show closes on 23rd 
of December - and if you miss 
that, you'll be missing out on 
such exciting things as a trip to 
Santa and his Elves. Oh well . . . 


w 


Audiogenic f 
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As predicted by our resident paper straw himself (PG), 
Palace will be releasing the Amiga version of their 
Shoot 'Em Up Construction Kit pretty damn soon. So 
soon, in fact, that we've even managed to steal ... I 
mean, borrow, some screenshots for you. 

For anyone who can't tell the difference between 
them and a pterodactyl called Herman, they're pictures 
of two different editors. One lets you design your sprite 
and the other allows you to join a series of sprite frames 
together for animation in your game. Is this hot stuff 
or is this hot stuff? 

Er . . . other developments at Palace surround a 
certain Cosmic Pirate -a dead complicated sort of game 
with loads 'n' loadsaoptions (urghl). Apparently to get 
anywhere as a gangster in the 21st century and 
convince the arch criminal organisation. The Council, 
that you're any good, you have to pretty good at what 
you do. As a result you have a go on a lots of simulators 
to build up your skill. The one pictured on this page is 
known as the Disasteroids and is supposed to build up 
your shooting accuracy. Hmm . . . 
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KING OF THE 
WILD .. ER .. 

Billed as 'the definitive science 
fantasy', Telecomsoft's Amiga 
Frontier sets you in 'a space opera in 
the classic tradition ot Asimov and 
Heinlein, colossal in its breadth and 
scale'. Hold on - I think it's about 
time we stopped quoting directly 
from their brochure, don't you? 

That's better. Anyway, it's one of 
those 'entire solar system' (oops!) 
games, where pirate craft roam the 
void between planets, moons and 
space stations and where you've got 
to carve out your own destiny in the 
usual manner (ie blast, maim or 
trade). It's yer usual seething, 
bustling universe-and universes like 
that don't come cheap: £24.99 and 
available in December. 


f=>v*s*%ic ;* 


A BLOB 
CALLED 
PUFFY 

Coming soon to a monitor (that's the 
screen, not the lizard) near you is the 
Amiga version of Puffy's Saga from 
Ubi Soft. It's hailed as an arcade style 
strategy game with addictive 
gameplay and two irresistable 
characters: Puffy (a boy-blob) and 
Puffyn (a girl-blob). Trapped in a 
Gauntlet- style world you face 
numerous enemies in an attempt to 
escape, including a cluster of really 
big dragons with pointy teeth. The 
demo we saw was quite cute but... 
well... you'll just have to wait for 
our review. 


CHICKENS! 

You're going on a journey through 
sight and sound. Well, alright, you're 
not really - but you're going to be 
told about the new Superior 
Software game called ... wait for 
it... By Fair Means or Foul. Fowl! 
Geddit? Oh well, suit yourself. 
Anyway, dis is one o' dem boxin' 
sims, know what I mean, 'Arry - but 
it's a bit different. For a start, you can 
cheat (but only if the refs not 
looking!) by head-butting, groin 
punching, kicking and other such 
nasty and nefarious tricks. If you're 
into that kind of thing, check it out 
for £9.95 or £11.95 (oooh, isn't that 
a low price for a disk). 
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MR GREMLIN 
THE BUTCHER 


Well, if you'll just bear with us a 
minute and stop glancing elsewhere 
on this page (you really should get 
your eyes seen to, you know), we'll 
tell you about two nu gnus from 
Gremlin. 

If you've ever fancied taking on 
the might of the Vietnamese army in 
a motorised dinghy, those cuddly 
folk from Brummyland have just the 
game for you. Called Butcher Hill, it 
features three basic scenarios: the 
river, the jungle and the village. The 
basic objective for each, however, is 
dead simple: avoid traps, kill 
enemies. It all looks rather nice, 
doesn't it? 


The second game in this bijou 
preview-ette is Artura, a cool and 
froody game which catapults you 
back in time to a world where 
chivalry is THE code of conduct. You 
are Artura, son of Pendragon, and 
you've got to rescue Nimue from the 
clutches of your half-sister, 
Morgause. Yep, we're talking fifth- 
century Anglo-Franco Arthurian 
legend, here. Standing in the way of 
your quest are such friendly 
creatures as giant rats, spiders, 
soldiers and ghouls - so you'd better 
take along your plastic reinforced 
deodorised kecks. 
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THE ZZAP! MEGA-TAPE 3 


ZZAP! MEGATAPE 3 


Hello, mum. OK, that’s the introductions over with, now 
down to business. This month’s cassette features (as if 
you didn’t know already) Thunderblade and Mad Mix. 
That’s it: probably one of the most popular arcade game 
conversions this year and a free playable demo of the 
Pepsi game itself on the other side. That’s it really. Load 
it up and check it out. 
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LOOKING FOR SOMETHING 
OUT OF THIS WORLD? 



You’ll find it at 


10am-6pm Fri, Nov 18 
10am-6pm Sat, Nov 19 
10am-4pm Sun, Nov 20 


The 12th Official 


I lie I tin wmuiai 

ft commodore 

^ computer show 



Champagne Suite & 
Exhibition Centre 
Novotel, Hammersmith, W6 


Book your ticket now for the 

show that has everything: 

★ The complete Commodore hardware 
range. 

★ All the very latest in software - both 
entertainment and business. 

★ Peripherals that will add totally new 
dimensions to your machine. 

★ Technical advice from the UK's leading 
Commodore experts. 


1 □ Adult tickets at £4 (save £1).£• 

I □ Under-16s tickets at £2.50 (save £1).£. 

Total £. 


□ Cheque enclosed payable to Database Exhibitions Ltd. 
Please debit my credit card account: □ Access DVisa 


I I I II I I I II I I I JL-LL-LJ 


Expiry date: 


Admission at door Advance ticket orders 
£5 (adults) must be received by 


Name... 
Address 


.Signed 


And you just mustn’t miss the wonderful world of 
Amiga - where you’ll be able to see for yourself 
the ultimate in personal computing. 

No matter which Commodore machine you use - 
from the C64 up - you’ll find just what you are 
looking for. 

All the leading companies servicing each sector of 
the Commodore market will be on hand to 
demonstrate their latest developments. 

Traditionally the liveliest Commodore event of the 
year, this pre-Christmas show is one you can't 
afford to miss. 


. . . and, most important of all, you’ll 
discover bargains in the form of many 
hundreds of special show offers. 

You can even save £1 a head before you 
get there by using this advanced ticket 
form. 


POST TO: Database Exhibitions, Europa House, Adlington Park, 
Adlington, Macclesfield SK10 4NP. 

PHONE ORDERS: Ring Show Hotline: 0625 879920 
PRESTEL ORDERS: l&Y *89, THEN 614568383 
MICROUNK ORDERS: MAILBOX 72:MAG001 

Please quote credit card number and full address A 522 


How to get there__ 

By Underground: Nearest tube station is Hammer¬ 
smith (Piccadilly, Metropolitan & District Lines). 

By Bus: 266, 714, 716, 290, 30, 72, 73, 74. 
Car parking facilities available at the Novotel. 


DATABASE EXHIBITIONS 










































PRESENTATION 68% 

A novel communication system, 
but a poor loading method. 

GRAPHICS 70% 

The 3D sections are nippy 
enough and the ship interior is 
quite nice, but it does look a bit 
drab. 

SOUND 31% 

Poor effects and an abysmal JM 
Jarre working on the title screen. 

HOOKABILITY 52% 

It’s really hard to get into. 

LASTABILITY 79% 

If you manage to get into it, it will 
take you a while to search out all 
the clones. 

OVERALL 77% 

Not a bad game at all, consider¬ 
ing, but it could have been bet¬ 
ter. 


When I saw this on the ST, I didn’t think that it would 
work at all on the 8-bit machines, but I must admit 
to being rather surprised at how well it has actually 
travelled across. It’s not quite up to the standard of 
the 16-bit version, but you can’t really expect it to 
be, can you? There is a fair amount of data pulled from disk, so I 
can see tape users feeling fairly crippled by this. I did find some 
bits quite boring, however, and got quite frustrated when one 
alien kept saying ‘GO PLANET = FREE BRAIN SPIRIT’. What the 
hell is that supposed to mean? It could be a strange French to 
English translation, I suppose, but it’s hardly helpful. Despite the 
fact that the programmers have made quite a good conversion, 
the game still isn’t that great. 


A searing pain cut through his 
brain as he changed from an initial 
computer creation to a super- 
intelligent being. At that moment 
he recognised that he had become 
his own game character. He had 
become Captain Blood. 

Noticing an attack pattern on his 
scanner, he used the hyperspace 
to escape. However, this caused 
30 clones of himself to be created 
and scattered over the galaxy. The 
creation of these clones sapped 
vital fluids from Blood’s body . . . 
Guess what? These clones must 
be found . . . 


You take the part of Blood after 
he has found 25 clones: five more 
have to be reached before he dies. 
You must search the galaxy and 
talk to the inhabitants of various 
planets to find clues to the where¬ 
abouts of the remaining clones. 
Some aliens may be helpful, some 
may be hostile, but you should be 
able to discover which is which by 
use of a set of icons which may be 
used to interpret most alien lan¬ 
guages. But choose your words 
carefully, or the search for the 
clones may become . . . immate¬ 
rial! 






Jfi 
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. ^ NOTE: DISK VERSION ONLY REVIEWED. 
% .. W^WILLR EVIEWJHE TAPE VERSION IF 


•/, (BIG IF) WE GET SENT A COPY 

| I think the actual concept of Captain Blood is excel- 
H ,ent > but lt ’ s not that well executed on the 64. The 
palet graphics are nice, as you sit there rotating in 
■I space, but some of the graphics are rather blocky 
and the animation is a bit jerky at times. The sound 
and music aren’t too great either with a disastrous title track 
rendition of Jean Michel Jarre’s Ethnicolor I. Another problem is 
the loading. I noticed a lot of disk access going on when I played, 
and loading data from disk rather than progressive levels is going 
to cause havoc when the game is put on tape. The best thing 
about Captain Blood is that it is available on 16-bit, which makes 
for a faster and more enjoyable experience. 


▼ You should see the vector graphics move! You should - because 
they’re not all that fast 


' tlnrusr "jJi « 


B ob Morlok was a struggling 
computer game program¬ 
mer who worked under the 
pseudonym ‘Blood’. Work and 
ideas were very scarce, meaning 
that pay-cheques were very few 
and far between, until one day he 
met an author named Charles Dar¬ 
win. After a short conversation in a 
bar, Darwin convinced Blood that 


alien races were monitoring 
earth’s computer games and 
wished to invade and take over 
before the games had learnt 
enough to repel any attacks. 
Before Morlok had any chance to 
get any further explanations from 
him, Darwin hurriedly left, leaving 
Morlok to ponder the relevance of 
their discussion. 


Ed) 

Four days after, Morlok had an 
idea. He would program an exact 
simulation of the situation in order 
to try and discover a solution to 
the problem. After weeks of cod¬ 
ing and data testing, the program 
was ready to be run. 

Suddenly, as Morlok tentatively 
typed in the command, he van¬ 
ished. 

Moments later he found himself 
sitting in a padded command 
chair, wrapped up like a mummy. 


▲ Hmmm ... I really fancy a Galaxy (- 


I suppose it’s the 
concept of this 
that grabs me 
but I think it’s 
pretty good! Of 
course you can’t have the 
speed of the 16-bit machines - 
either vector graphically or in 
terms of disk-access - but this 
has certainly managed to cap¬ 
ture the flavour of its big 
brother versions. The lan¬ 
guage problems don’t bother 
me much - just look on it as an 
alien environment where 
translation is never perfect (it 
also adds a puzzle-solving ele¬ 
ment) and you’re into the 
atmosphere of the game. But 
be careful, Captain Blood is an 
acquired taste - and I’d 
definitely recommend you try 
the cassette version before 
you buy, because I don’t hold 
out much hope for the loading 
system. 


CAPTAIN BLOOD 

Infogrames, £9.95 cassette, £14.95 disk 
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sanus 


your 


would be much happier if their 
lives weren’t plagued by bombs 
going off left, right and centre, so 
someone must get rid of them all. 
There is only one person up to the 
job . .. YOU! Well, you see, in the 
game you play the part of. . . oh, 

np\/Ar mind 


I know a few round people 
{Yeah? Like who , Maff? - Ed). 
Oh, yes indeedy I do. But they 
don’t live on platforms and they 
don’t carry bombs. So. . 
well... I don’t know why I said 
that in the first place. Oh, yes I do! 

Bombuzal is round. Well round- 
ish. But he lives on platforms and 
carries bombs. He also sets them 
off. That’s his job you see, setting 
off bombs. Let me explain 
further. . . 

Bombuzal lives in a strange land 
in another dimension. A land of 
platforms and bombs. The inhabit¬ 
ants of this strange dimension 


I haven’t played a really good 
puzzle game since Tetris, so 
I was looking forward to some¬ 
thing appearing quite soon. 
Power Pyramids (reviewed 
elsewhere in these pages) 
failed to fit the bill but Bom¬ 
buzal certainly has! It’s great! 
The graphics are very neat and 
have an incredible ‘cute’ qual¬ 
ity to them without confusing 
the puzzles at all. The levels 
start out quite easy but soon 
get really difficult, with some 
unbelievably devious bomb 
patterns. One of the signs that 
this is a good puzzle game is 
when you hear people shout 
‘Aw, that’s not fair ... oh ... 
hang on ... AH! I see!’ then 
quickly start a new game with 
their new knowledge of bomb 
disposal. I’d say that Bombuzal 
is the best puzzle game since 
Tetris, and coming from me 


A Oh, the problems of being a cutesy fur-ball in a 3D puzzle 
environment - you’ve always got to be careful where you tread 
next 


A If you don’t move fast, our little furry friend is going to be splattered 
all over the shop 


BOMBUZAL 

Imageworks, £9.99 cassette, £12.99 disk 

•Superb ’n’ cute puzzling action in Crowther’s latest game 
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A The 3D version - aawwww, isn't he cutel 


around small clusters of platforms 
which are now deserted because 
of the hazardous conditions the 
bombs create. To clear a sector, 
all the bombs on the platforms 
must be blown up, without you 
going up with them or falling off 
the platforms. 

This may sound easy enough, 
but you’ve got to remember to 
take into account bomb chain 
reactions, collapsing platforms 
and icy floors. Certain bombs can 
only be detonated by making very 
clever use of chain reactions and 
the occasional tracks in the floor 
which allow you to move a bomb 
into a better position. 

Different platforms have differ* 
ent features and tiles (see Tiles 
box). How they’re positioned dic¬ 
tates the strategy required. 


normal tile 


Q exploI^ns T,LE ~ Cannot be destroyed by 


Jmorest k a e bJeVo?k mOVin9 until V°u hit 


^SSQLVER- drears 


when you walk 


SH^ E0TILE 


bombs on these 


Poinfon°thI ieve, nSPOr1S you to a specific 
ll form pattern°" ,es a chan 9e in the P | at . 

^ Paatray ® < * < Pp'petonaw n g 0 3bornbor 


SWELL BOMB 


on le°v5!®^n e ^med S a " 0,her ^ombs 


Y ippee! Yoohoo! Weyhey! Yeeha! I’m just doing a celebrat¬ 
ory jig around the office because Bombuzal has got to be 
my favourite game of the month. I mean, it’s rare enough to find 
a puzzle game in the first place. When you get hold of one as 
absorbing and cleverly designed as this - well, you’ve just got 
to celebrate. There are so many different features that (unless 
you’ve got an attention span of under two milliseconds) it’s 
totally impossible to get bored. The puzzles get incredibly devi¬ 
ous the further you go and as you’ve got two sets of dimensions 
in which to play, if you ever do make it through to the end of the 
game in 2D, you can start all over again in 3. Using the password 
system, you just keep on playing from the point at which you 
left off. If you’re thinking of treating yourself to a really unusual 
game over Christmas, get Bombuzal - it’s cute, cuddly and 
absolutely brill! 


W hat an original idea this I 
is! Old Tone Crowtherl 
I has come up trumps again I 
I with one of the cutest and I 
I most playable puzzle games! 
I on the 64. The presentation is I 
I excellent with a choice of a 2D I 
l or 3D perspective and a code 
I word system so you don’t have 
I to start from level one after 
I dying on level 119 out of 120. 

I The bomb structures are very 
I well thought out and tricky 
I with it, making you try time and I 
I again until you’ve got it right. 

I To be honest, I can’t see many | 
I people throwing their joys¬ 
ticks down and saying ‘stuff | 
I that’. I rather think that they’ll 
I be saying ‘well, if that didn’t 
I work, maybe this will.’ After 
I the somewhat average Fernan- 
Idez Must Die, Tony Crowther 
I and David Bishop have given [ 
I us a real gem. Well done lads! 


21 Won" ~ Shoo,s you off in a random 
M'NE - detonates when touched 

2jl Primed^o explode" ,hre ® Sizes - Most be 


PRESENTATION 96% 

Good intro, useful options and 
tidy layout. Code word system, 
two different perspectives, loads 
of neat touches. Get the mes¬ 
sage? 

GRAPHICS 79% 

Cute, but not brilliant. They do 
portray the action nicely, though. 

SOUND 71% 

An adequate tune and some 
decent spot effects. The speech 
is a tad rough, but really adds to 
the atmosphere. 

HOOKABILITY 97% 

The first levels are just simple 
enough to grab you instantly. 

INSTABILITY 98% 

Loadsascreens mean that you’ll 
be kept playing for just ages. 

I OVERALL 97% 

The cutest puzzle game on the 
64 and it’s really addictive as 
well! 







PURPLE HEART 

CRL, £9.95 cassette, £14.95 disk 


S triker and his ole army 
buddy, Cobra, have been 
through a lot together. 
They’ve experienced every foreign 
war in the last 15 years, but now 
they’ve been sent on their tough¬ 
est mission yet. Their orders: to 
make their way through enemy ter¬ 
ritory with one thought in mind - 
elimination of all enemy personnel. 



I’m really sur¬ 
prised. This may 
be the best CRL 
game since Tau 
Ceti. Unfortu¬ 
nately that’s no great compli¬ 
ment in itself, but, no, honestly, 
this isn’t too bad at all. In fact 
it’s quite a reasonable Ikari 
Warriors clone - without quite 
so much action, but with a few 
extra bits. The two player 
option adds to the fun, but 
does suffer from strange 
screen restrictions, prevent¬ 
ing the players from being too 
far apart. Purple Heart is worth 
a look but it would have been 
better at a budget price. 


Purple Heart is murderous 
action for one or two players, each 
taking control of Striker or Cobra 
and their itchy trigger fingers as 
they stalk the scrolling warzones. 
A friendly Quartermaster has 
already passed through and drop¬ 
ped weapons for the boys to use - 
rapid fire machine guns, pump 
action double-barrelled shot guns, 
flame throwers and rocket laun- 



I don’t really share Paul’s mild enthusiasm for this 
product, but I have to agree that it isn’t down to 
CRL’s standards of late. The Commando-esque 
action is reasonably good fun for a while and the 
extra weapons are handy, but they didn’t allow me 
to exercise my destructive urges to their fullest. Why can’t you 
blow up the jeeps with the rocket launcher, or even burn the 
foliage with the flame thrower? The graphics and sound are 
reasonable, but I’d have to have had a lobotomy to spend £10 on 
Purple Heart when I could get Ikari Warriors on compilation for a 
couple of quid more. 


chers. Looks like plenty of jolly 
larks in store for the camoflauged 
chums, eh readers? 



£ Hmmm, one or two teensy tad-ettes’ worth of Commando overtone here 


PRESENTATION 68% 

Impressive cinematic opening 
credits and introductory sequ¬ 
ence, but you have to sit through 
a multiload to see it. Two player 
option is OK. 

GRAPHICS 60% 

A little rough in places but they 
serve their purpose well enough. 

SOUND 59% 

Reasonable effects and sound¬ 
track. 

HOOKABILITY 68% 

Simple-minded blasting is easy 
to grasp. 

INSTABILITY 63% 

Only six levels but it’ll take a lot 
of playing to get through them. 

OVERALL 58% 

treasonably good variation on 
Ikari Warriors. 


FINAL ASSAULT 

Epyx/lnfogrames, £9.99 cassette, £14.99 disk 


I f you’re the kind of ignorant indi¬ 
vidual who thinks that rock- 
climbing is walking up the stairs 
to a sweet shop in Brighton, you’re 
in for a bit of a surprise. Final 
Assault has you going on training 
sessions and choosing courses 
before you’ve had a chance to say 
‘ a quarter of smarties ’ please, mis¬ 
sus. 


Whichever of the two totally dif¬ 
ferent surfaces (ice or rock) you’re 
on, it helps if you’ve packed your 
rucksack - because if you’re 
stranded on a rock face without 
your thermos you . . . well., you 
won’t be able to have any tea and 
if you don’t get any tea you die of 
thirst and fall off. 

Nasty, that. 


NUMBER OF COURSES TO CHOOSE 



A Epyx mate with Chamonix Challenge , and end up with a fat, spotty 
baby (hatstand captions Inc) 



Aargh! Talk about tedious! Only a few minutes into 
trying to fathom the mysteries of Final Assault I was 
beginning to fall asleep. Standing on same rock 
ledge for half an hour with no sign of as much activ- 

- ity as you’d find in a goldfish bowl (Oil - Ken) is not 

my idea of fun at all. Even in the training section you make such 
slow progress that any initial interest quickly turns into a manic 
desire to switch off your monitor and go and do something a lot 
less boring instead. Biting your nails for example. Maybe rock 
climbing fanatics might find a bit more to admire but I have my 
doubts. Serious doubts. 



There are lots of 
things which 
don’t really work 
as the subject of 
a computer game 
- you know, walking the dog, 
watching paint dry, that sort of 
thing - and rock climbing, is 
another one. Final Assault lets 
you experience all the plan¬ 
ning, preparation and strategy 
of a climb without any of the 
nerve-wracking atmosphere, 
danger or exhilaration. In fact, 
the whole process is 
thoroughly boring. There’s 
nothing wrong with the execu¬ 
tion as such, I just don’t think 
that anyone would be happy 
looking at exactly the same 
screen for two hours at a 
stretch. I certainly wasn’t. 


PRESENTATION 75% 

Three possible courses, training 
option and slightly awkward icon 
system. 

GRAPHICS 49% 

Mostly functional with few 
details. 

SOUND 55% 

| Tuneful title theme, basic in- 
I game effects. 

HOOKABILITY 40% 

Unhelpful instructions and overly 
difficult training option don’t 
encourage play. 

LASTABILITY 37% 

Might be rewarding if you really 
persevere but it’s doubtful that 
anyone will last that long. 

OVERALL 41% 

A competent, but very tedious, 
version of a sport that doesn’t 
really work as a sim. 
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You don’t need 
a computer to 

work out how good 
these offers are. 


Buy this and get a free Kixx game. 

It’s no secret where you’ll find the 
best offers on these compilations. Because 
now Boots are giving the game away. 

To get yours, all you have to do is 
send in the form when you buy either 
Megagames or Giants. 

Buy The In Crowd, on the other hand, 
and you could end up in New York. 

A two week trip to the Big Apple 
is the prize you stand to win if you can 
answer five questions correctly. 

But whatever you do, don’t play a wait¬ 
ing game. Offers close on February 28 th. 


Buy this and get a free Gremlin game. 


Buy this and enter 
a free trip to New York competition. 


A better buy at 



THE COMPILATIONS ARE AVAILABLE ON AMSTRAD, COMMODORE AND SPECTRUM FORMATS. AT LARGER STORES ONLY, SUBJECT TO STOCK AVAILABILITY PRICES FROM £12.95 TO £17.99. 
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THE PEPSI CHALLENGE MAD MIX GAME 

US Gold, £7.99 cassette, £11.99 disk 


W ho is Mix? Why is he 
mad? Who gives a Cana¬ 
dian monk seal? Not us 
that’s for sure! Well, whoever he is, 
he’s round and runs around mazes 
eating dots and avoiding ghosts 
which are trying to kill him (no won¬ 
der he’s mad!). 

Sometimes he finds things that 
are useful, like power dots which 



I’m all for a bit of 
nostalgia every 
now and then, but 
it’s only worth 
getting nostalgic 
about something that cap¬ 
tures the right atmosphere. 
Now I don’t mind PacMan at all, 
in fact I used to play it a lot in 
the arcades, but Mad Mix is a 
poor rehash of the Pacman 
theme and doesn’t capture 
any of the atmosphere of the 
original game. It tries to add 
excitement with a few new fea¬ 
tures, but it’s still not there. 
The graphics are small and 
blocky, the sound is weak and 
the gameplay is boring. What 
more can I say? 




A It’sP-p-p-p -MadMix 


Ever since Taito rejuvenated Breakout and turned it 
into Arkanoid, game designers have been trying all 
sorts of things to jazz up old games. Topo Soft have 
tried to do the same in Mad Mix. I liked Pacman when 
I first played it ages ago - and I still think that it’s a 
better game than Mad Mix. It’s not too bad I suppose, but it’s not 
exactly state of the art either. The maze graphics are drab and 
boringly coloured, the sprites are flat and characterless and the 
sound is dire. Try it out for yourself on the cover mount cassette. 


turn him red and allow him to kill 
monsters, and magic tiles which 
turn him into a big fat editor. No, 
no! I mean hippo (phew). Then he 
can walk down one-way paths the 
wrong way arid splat ghosts. 
Gates can only be passed one way 
in any state and gun lanes aiiow 
Mad Mix to blast enemies off the 
grid. 


PRESENTATION 31% 

Frustrating delays and very little 
to create any atmosphere. 

GRAPHICS 35% 

Piddly sprites and dull back¬ 
grounds don’t help, either. 

SOUND 41% 

A grating tune and several ping¬ 
ing effects. 

HOOKABILITY 53% 

It’s easy to play . . . 

INSTABILITY 41% 

. . . but you’ll stop playing a 
couple of levels later. 

OVERALL 48% 

A poor attempt at rejuvenating a 
much-loved idea. 


AROUND THE WORLD IN 80 DAYS 



Pandora, £8.95 cassette 


O ne wet and windy night in 
London when his intake of 
port had er. . . well, gone 
over the top a bit, Phileas Fogg, 
made a bet. To the horror of the 
fellow-members of his Reform 
Club, he promised to travel round 
the world in 80 days — and 
wagered £20,000 to back up the 


Aaaaaaaarrgh! 
Mngggggggggh ! 
Hiiiiiiyaaaaa! 

(Will you stop 
doing that, Kati! - 
Ed) Hmm, well that feels a lot 
better. I’ve just had a very 
unpleasant tussle with one of 
the most annoying multiloads 
I have ever come across. If we 
hadn’t given the Pilchard Of 
The Month award already, I’d 
be giving it straight to the guy 
who decided to waste one 
whole side of tape on an ani¬ 
mated film sequence. Nice 
one! If you’re still awake by the 
time the first level loads, con¬ 
gratulations! Don’t get too 
excited, though: it’s only about 
six screens long and then 
you’re on to the multiload - 
again. If you see this looking 
innocent on your local dealer’s 
shelf, don’t trust it - not one 
inch. 



Well, guys and gals, I can put my hand on my belly 
and say absolutely honestly, without the tiniest 
shadow of a doubt, that this is one game I’ll never 
play again and nobody (except maybe a warmon- 
..9?ring rhinoceros with a machine gun) can make 
me. Why? Well, it sports one of the most irritatingly long-winded 
multiloads of all time - and that’s just for starters. The graphics 
are blotchy - or do I mean blocky? - well, it doesn’t matter 
because they’re both - and the gameplay itself is about as 
rewarding as counting the grains in a bag-full of PG’s personal 
itching powder ... If you want to do yourself a favour, give this 
a miss. 3 


‘Aha! Passepartout! We’ve crossed the international dateline’. 



bet. Goodbye Reform Club, hello 
bankruptcy. 

Well, maybe not bankruptcy. 
Luckily for them, Fogg and his 
sidekick, Passepartout, have you 
to guide them on their journey. 
With a capable guy like you at their 
side, they can bribe, gamble, fight 
and build human pyramids on their 
way to success. 

Funny old life, innit? 


PRESENTATION 45% 

Icon-selection system and film- 
style opening sequence can’t 
compensate for an unbelievably 
boring multiload. 

GRAPHICS 40% 

Blocky sprites and unoriginal 
backdrops. 

SOUND 40% 

Uninteresting dirges play 
throughout. 

HOOKABILITY 23% 

Watching the multiload murmur 
to itself puts you to sleep before 
you even start. 

INSTABILITY 18% 

Might last longer than a cup of 
coffee - but not much. 

OVERALL 29% 

Tedious, long-winded and ulti¬ 
mately boring. Recommend to 
people you don’t like. 
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THE RACE AGAINST TIME 


Code Masters, £4.99 cassette 


Y ou’d think something as 
energetic as leading the 
global charity fun run, 
j Sport Aid ’88, would leave you 
feeling a bit. . . well. . . knac¬ 
kered to say the least. But no, 

I Omar Khalifa, the legendary 
Sudanese athlete is preparing to 
| run again. Well, he’s not really, 
he’s just the name that’s given to a 


block of white pixels in a computer 
game, but you know what I mean 
-don’t you? 

Anyway, Omar’s personal race 
starts out in the El Mowheli relief 
camp in Sudan. He’s only got a 
certain amount of time to raise a 
flag and light a flame in each of six 
(six?) continents. Now Omar’s 
pretty fit but he can’t walk on water 


T New York, New York - er ... yeah. Bit like a Speccy screen, 
though, don’t you think? 



- so to get from place to place, he 
uses a a plane (well OK, an icon on 
a global map). 
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* THE RACE AGAINST TIME * 


Phew! It was beginning to look as if Code Masters 
weren’t going to get the 64 version of their Sport Aid 
’88 game out before the end of the year. Wouldn’t 
have been very topical that - Sport Aid ’88 in ’89. 
- Which brings me to a strange and wondrous mys¬ 
tery. Why have they spent so long developing this when the Spec¬ 
trum version, which was released early in the summer, looks 
exactly the same? Well, not quite exactly the same - the control 
method is a lot messier and the screens flip so slowly that you’ve 
time to get out of the way of a herd of rampaging rhinos in betw¬ 
een. Forget about this really dud game - contribute to the cause 
instead. 





I really enjoyed playing this when it came out for the 

Spectrum - loads of puzzles, attractive graphics 
and, to top it all, a really good cause. Er ... couldn’t 
really say the same about the 64 version, though. In 
fact, I don’t think I actually saw what you could call 
a 64 version ’cos you’d find about as many differences between 
the two formats as you would between two absolutely identical 
turkeys with two identical chef’s hats on each leg. Not only that 
- Peter Gabriel’s Games Without Frontiers soundtrack is even less 
musical than Maff’s rendition of White Christmas after a half of ale 
down the pub - and it doesn’t even play throughout the game. If 
you’re keen to buy this because of Sport Aid, give five quid away 
instead. You won’t be missing out. 


POWER PYRAMIDS 

Grandslam, £9.95 cassette, £14.95 disk 


any aeons ago, when 
the giant lizards were 
still kings of the Earth, 
the planet T-Pyge had already 
become highly civilised. One par¬ 
ticularly intelligent individual 
invented a strange construction 
which immediately took off on 
planets all over the galaxy. These 
constructions were the pyramids. 

Eventually, Earth caught on to 
the trend, and the ancient Egyp¬ 
tians with their strange interstellar 
communications (prayers) soon 
purchased pyramids of their own. 
In the early days of pyramid trans¬ 
portation, two hyperspace jugger¬ 
nauts were needed to transport 
| the pyramids to their new homes: 
one for the constructions them¬ 
selves and one for the immense 
power generators to keep the 
pyramids active. 

The T-Pygeans discovered, 
however, that by deactivating the 
i pyramids’power, they could make 
a huge saving in delivery costs. 
Therefore, every pyramid delivery 
man must activate all the levels in 
I the constructions before the cus¬ 
tomer receives the goods. This is 
done by way of a remote control 
ball-shaped robot, which must run 
over floors and switches to acti- 
I vate them whilst missing walls and 


obstacles, since they sap the 
robot’s energy. 

You play the part of one of these 



Frankly, I don’t 
really know what 
to say about this 
game. Oh, yes I 
do ... it’s basic¬ 
ally bad. There. That’ll do for a 
start. I didn’t mind it at first: 
you think you’ll be able to get 
the hang of it and start string¬ 
ing a few solutions together - 
but the game isn’t worth it. 
Everything about it is disap¬ 
pointing, from the boring 
loader to the scratty ‘Game 
Over’ sequence. The playabil¬ 
ity is virtually non-existent due 
to the dreadful control method 
which frequently sends you 
careering into obstacles and 
walls alike. Give me a puzzle 
game to play for a couple of 
hours and I’m pleased as 
punch, but make sure it’s not 
this puzzle game, or I’ll proba¬ 
bly punch someone. Com¬ 
pared to the brilliance of Bom- 
buzal, this is an extremely dull 
substitute. 


delivery men, who has just arrived 
on planet Earth and must set about 
setting up several pyramids, from 




the easy 14-room Basic model to 
the mega 54-room Royal model 
before you run out of time or 


f *9 

_* 




▲ Power to the pyramids! (Tooting Popular Front) 


Usually, I really like puzzle games, but I tend to draw 
the line at ones which are as badly presented and 
unplayable as this. The spheroid is virtually uncon¬ 
trollable, making each game an annoying and frus¬ 
trating experience. The graphics are hardly state of 
the art either, and the sound consists of a few rather meagre 
tunes. It just isn’t enough. With a puzzle game, presentation is 
very important, for controls and on-screen appearance: both are 
sub-standard in Power Pyramids. If the graphics and general 
appearance are a bit off-key then I’d rather have a playable game 
than absolutely nothing, but this gets very close. If you like puzzle 
games then avoid Power Pyramids, as the only puzzle involved is 
why they decided to release it. It’s the worst 64 puzzle game I’ve 
ever played. 
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energy. Fail, and there’ll be hell to 
pay when the boss catches 
you . . . 


PRESENTATION 20% 

I Dull opening screen, disastrous 
control method and not enough 
options. Very weak. 

GRAPHICS 31% 

Bland, blocky and poorly ani¬ 
mated throughout. 

SOUND 43% 

The occasional ditty fails (miser¬ 
ably) to add any atmosphere at 
all. 

HOOKABILITY 12% 

The frustrating control method 
instantly puts you off. . . 

INSTABILITY 12% 

... and it doesn’t get any better 

OVERALL 18% 

An original idea .. . probably 
because nobody has had such a 
brain relapse before. 


▲ This3D section is a really fast mover-and if you can dance to the beat you might just make it! (eh?) 


I cringed when I saw the Probe Software name on 
the press release accompanying Savage, thinking 
of some of their previous blunders. However, after 
playing for a while I was surprised to find that this is 
really quite a good trio of games. The first part has 
some fairly addictive shooting and dodging action and some 
rather nice graphics to boot (one of the guardians looks just like 
Gordy). The second section is a smidge too difficult, and after 
several untimely deaths I wondered why Savage didn’t just run a 
little slower if dodging monoliths was such a problem. The last 
stage looks like one for maze freaks only, but falling weights and 
spiky traps keep you on your toes. If you’re after a bit of action, 
try Savage — there’s something here for everyone. 


ever other weapons he can find. 

If he manages to make it across 
pits of flame and booby traps, Sav¬ 
age reaches the dungeon Guar¬ 
dians, mighty beasts which guard 
▼ Get savage!! Er .. . maybe 


Not wanting to face the ghosts 
and the skulls again, he returns by 
another route only to find his entr¬ 
ance to the castle blocked. His 
only hope of rescuing her is to 
send his eagle into the castle to 
destroy the last of the demons with 
venomous spit, then pick up their 
special powers. Savage’s extraor¬ 
dinary psychic rapport with his 
eagle allows him to guide it 
through the scrolling maze of 
passages which will eventually 
lead to the girl of his dreams. 

See! He may seem like a callous, 
muscle-bound hard man but in 


fact he’s just a shy old Romeo in 
animal skins. 


PRESENTATION 60% 

Joystick/keyboard options and 
passwords allow you to start 
play at any level. 

GRAPHICS 71% 

Large, colourful and smooth. 

SOUND 88% 

Excellent sample-packed 
soundtracks and some good 
effects. 

HOOKABILITY 73% 

Good looks and sounds draw 
you into the game immediately. 
Second section is a little frustrat¬ 
ing though. 

LASTABILITY 70% 

Certainly plenty of game for your 
money. 

OVERALL 72% 

Long-term playability and fine 
appearances make this a very 
interesting product. 


As usual the population of the 
world has left a lot of rubbish lying 
about. Bit of luck that - picking up 
an object in one place should 
prove helpful for progress later on. 

The Race Against Time was pro¬ 
duced expressly for Sport Aid and 
all profits from its sales will go to 
support the charity’s campaign to 
help children in need all over the 
world. OK? 


PRESENTATION 45% 

Apart from a naff title screen, 
nothing outstanding. 

GRAPHICS 28% 

Great by the Spectrum’s stan¬ 
dards but abysmal for the 64. 

SOUND50% 

Tinny title version of Games 
Without Frontiers. In-game 
sound confined to footsteps 
(er. . . yeah). 

HOOKABILITY 49% 

Well, you might as well see what 
this malarkey’s all about. 

LASTABILITY 31% 

The screen flips too slowly and 
the controls are too awkward to 
muster even average appeal. 

OVERALL 30% 

The Spectrum Race transferred 
trainer, shorts and singlet to the 
64. 


SAVAGE 

Firebird, £9.99 cassette, £12.99 disk 


L ove, they say, is the greatest 
thing, but handsome Mr Sav¬ 
age isn’t so sure. His affec¬ 
tions have got him locked in emo¬ 
tional turmoil, not to mention a 
castle dungeon. His sweetheart is 
being held prisoner somewhere by 
the castle’s owner, and not being 
able to stand the separation or the 
terrible microwaved dinners the 
gaoler serves up, Savage has 
decided to make his bid for free¬ 
dom. 

He makes off in search of the 
exit. In an attempt to keep up the 
appearance of a place of pain and 
torture, the dungeon has been kit¬ 
ted out with nasty energy-draining 
denizens which Savage can 
destroy with magic axes or what- 


the dungeon exits with lightninq 
bolts. 

Once out, it’s time to load the 
next level, in which our hapless 
barbarian legs it through Death 
Valley, an area inhabited by ani¬ 
mated skulls and ghosts. You get 
a 3D Perspect-O-Vision barba¬ 
rian’s eye view of the proceedings 
as Savage dodges large monoliths 
which approach at frightening 
speed. Run into anything on this 
level and it’s one life down the cess 
pit. 

After all this running about and 
risking of life and limb, Sav feels a 
bit cheesed off when he gets to the 
end of Death Valley and finds out 
his girlfriend is locked in the same 
castle he’s just escaped from. 


Does this mean 
Probe Software’s 
days of dross are 
over? They cer¬ 
tainly seem to 
have turned over a new leaf, 
because Savage is really rather 
good. There’s quite a bit of 
gameplay variety, from Ras- 
tan-type running and bashing 
to Space Harrier style 3D dodg¬ 
ing, to a scrolling maze with 
extra bits. The graphics in all 
are really nice, but the music is 
even better - the in-game 
tunes aren’t bad but the title 
piece is really high energy stuff 
with loads of sampled instru¬ 
ments and voices. Not the 
greatest game in the world, 
but certainly worth a look. 
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A nd you thought things were 
bad when you were alive! 
OK, so maybe selling oil to 
1 Saudi Arabians wasn’t the most 
rewarding job in the world, but at 
least all you had to worry about 
then was sunburn and paying the 
bills. Aaaah, life! 

I Death, on the other hand, is 
slightly more stressful. A lot more 
stressful in fact. It’s all the more 
■ upsetting because you were just 
minding your own business, walk¬ 
ing through walls, going 
oohoohoohoo, carrying your head 
under your arm now and then (you 
know, how ghosts do) when . . . 
j pft! - it was gone. With one huge 
hairy swoop, Brian the Terrible 


nicked your soul, trapped it in a 
bubble and walked away. 

All very hilarious for Brian no 
doubt, but you’ve now got to go to 
all the trouble of trying to get this 
bubble out of the castle with no 
equipment at all except your own 
breath (very fragrant, I’m sure). 

Manage to perform just the right 
contortions to enable the bubble 
to avoid the candles, fans, knives 
and spikes which clutter up Brian’s 
luxurious pad and your soul might 
be saved. If not, you’ll float in limbo 
for the rest of your days. Gulp! 


This is a bit of all roight then, innit? Prancing around 
a cold, bleak castle with nothing except a pair of 
sheets and a lung-full of garlic breath to your name 
- just the way we like our cutey games up north! 
Unfortunately (boo hoo! - or should that be wooo?), 
a bit of alright is all this is. The animation, the graphics or the 
sound are nowhere near as detailed (or silly) as they might have 
been and there’s no sign of the sort of extras that made the 
Amiga version so brill. The control method isn’t exactly flavour of 
the month either - it’s so awkward that difficult manoeuvres take 
I far too long to make and your precious bubble just gets burst. Ah, 
^ well! 



▲ The ghost’s the same but the fine control is lacking - and as a 
result, it’s not half as good as the Amiga incarnation 


At this point, I was going to sing you my personal 
remix of I’m Forever Blowing Bubbles but half an hour 
of combined screaming from ME, PG and GH during 
my practice session has persuaded me that 
perhaps I’d better not. Anyway, I won’t be - blowing 
bubbles for ever, that is - because this version of Bubble Ghost 
and I didn’t quite hit it off. I wouldn’t have minded the basic 
graphics or the fingernails-down-the-blackboard sound, if the 
gameplay had been just as brilliant as it was on the Amiga — but 
it’s not. The controls are far too jerky and the ghost is just a tad 
too hard to move. You can still get quite a bit of fun out of man¬ 
oeuvring your cutey ghostie, though (I really like the animation 
when he fails to complete a screen) - just not as much fun as you 
might have been led to exspectre (groan!). 



PETER BEARDSLEY S INTERNATIONAL 
FOOTBALL 

Grandslam, £9.95 cassette, £14.95 disk 


A nother game of pixellated 
pigskin pushing hits the 64. 
Plumph. This one, for a 
change, is endorsed by the famed 
Boy’s Own Geordie hero, Paul 
Glancey. No, just a joke: it is, in 
fact, Peter Beardsley. 

The game is standard football, 
except that you don’t have to wear 
an expensive Fila shirt, stand ankle 



deep in mud or have your legs 
kicked to pieces to participate fully 
in the proceedings. 

It begins at a menu screen. Here 
you can select various play 
options. Two players can take part 
in the game, or one can play 
against the computer team, but in 
either case, the human player has 
to pick a country which he wants 
to represent (this is ‘international’ 
football, remember). From there, 


There I was, thinking that the standard of footy 

games was improving, but, cripes, along comes this 
one and proves how wrong a fellah can be. I would 
mention its good points, but I honestly can’t think of 
any, apart from the league and tournament features. 
Bad points, oh, yes, it’s got plenty of those, so I’ll list them. The 
player sprites look like hunchbacks and walk like they’re pedal¬ 
ling bicycles, except for the goalkeepers who slither along their 
lines having no effect on play whatsoever. The instructions say 
that the longer you hold the fire button the further you’ll kick the 
ball (which, incidentally, moves as if it’s filled with water) but 
when you do try to pass or shoot, you have no real idea how far 
it’s going to go because a) the strength gauge mentioned in the 
inlay didn’t exist on our copy, and b) there is effectively only one 
kick strength. The worst thing was that the computer didn’t seem 
to have much idea about where the players should be, and if you 
move forward straight after kick-off, you come across players in 
the opposition’s half who theoretically shouldn’t be there. As a 
footy sim, this makes a good throat lozenge. 


you can select the length of the 
game in real-honest-to-good- 
ness-time, from five to 20 minutes. 



Moving quickly along, you can 
then enter a one or two player 
league competition, and select 
which teams play in the two 
groups. 

After that, it’s football, in the 


The rebirth of the computer football game has really 
brought forth some stars, such as Tracksuit Man¬ 
ager, Emlyn Hughes’ International Soccer and Micro¬ 
prose’s forthcoming Micro Soccer. You’ll notice I 
didn’t list this game among those others, and 
there’s a simple reason for that - it’s abysmal. Even the age-old 
International Soccer had more realism than PBIF and there are so 
many flaws in the game that it is no fun to play. You thought the 
graphics in EHIS were chunky? They have nothing on this game. 
Not only are the players expanded sprites, the programmers 
have put a black outline around their limbs to give that extra 
dog-foody look. The sound is equally poor - just a choice betw¬ 
een nobody’s favourite football crowd songs or nothing. I can t 
imagine even the most desperate football fan ejther buying or 
enjoying such a low quality game of their favourite sport. 


28 ZZAP! Christmas Special 1988 



















































































OVERLANDER 

Elite, £9.99 cassette, £11.99 disk 


2SSsfe ^^M^^Hf88 8MSfej8bi«vw«wMWMtf 


PRESENTATION 75% 

Two-player option plus chance 
to practice screens. 

GRAPHICS 68% 

Cutely animated main sprite 
floats around against atmos¬ 
pheric but not very detailed 
backdrops. 

SOUND 37% 

Totally unghostly (jolly) title tune 
and grating in-game effects - 
luckily you can turn them off. 

HOOKABILITY 61% 

Scenario appeals instantly but 
the control method is a bit tricky 
to master... 

INSTABILITY 57% 

• . . and it doesn’t get much 
easier - especially when the 
screens get harder. 

OVERALL 62% 

A pretty good 64 conversion - 
could have been better, though. 


standard scrolling grandstand for¬ 
mat. Throw-ins, goal kicks, extra 
time, but no Stanley-knife-wield- 
ing, racist or coin-throwing fans. 
Ah, the wonders of the computer 
age, eh? 



PRESENTATION 39% 

No title screen at all. Lotsoftour- 
namenf options, but they don’t 
make the game any more plav- 
able 1 

GRAPHICS 36% 

Deformed chunky sprites sham 
ble up and down the pitch, won¬ 
dering what they should be 
doing next. 

SOUND 40% 

Consists solely of standard foot¬ 
ball crowd classics. 

HOOKABILITY 27% 

Hopelessly flawed gameplay 
and awful appearance make it 
hopelessly unaddictive. 

LASTABILITY21% 

Utter uselessness condemns the 
game to doorstopdom almost 
immediately. 

OVERALL 23% 

One of the worst football games 
around at the moment. 


A h, Judith Hann, where are 
you now? No-one listened 
to you on Tomorrow’s 
World, when you were giving those 
riveting, but somehow unconvinc¬ 
ing, demonstrations on the effects 
that aerosol CFCs were having on 
the Earth’s ozone layer. If only 
we’d listened, we wouldn’t be in 
the mess we’re in now. Barren 
soils, little vegetation and the 
human race banished to isolated 
underground cities. 

Transport between cities is only 
possible for those daring enough 


t -S. en il st the he, P (fairing chord) 
Ttie Overlanders, a small race of 
hardy individuals who live for 
speed. They build and rebuild their 
pre-holocaust automobiles fittinq 
improvements and cannibalised 
parts which will increase their 
speed and resistance to attack 
from some of the many gangs of 
surface-dwelling outcasts. 

These gangs make life hell for 
the Overlander by blocking the 
road with barriers, placing snipers 
at the roadside, trying to destroy 
cars by knocking them off the road 


srnRF nrinmtn nnnpv nnnnnn lehel i 


A Blasted any roads lately? 



I was pretty disappointed with US Gold’s Roadblas- 

Lt^ed 0n a V am S p 0 n an ? t H° ught that Elite’s similarly- 
styled game Overlander would be some areat 
improvement. I was shocked to find that it was 

desired! Whbut ?t stjlflMve^a few things to be 

barriers*^u^ob^ecte^on^th™ roa^suctTas 




Urgh! This is I 
wheelie poor! The 
controls are slug¬ 
gish so you have 
hardly any 

chance to avoid some of the | 
later hazards on level one, j 
such as the roadside machine 
gun nests or barriers. The I 
graphics, though reasonably 
well-defined, don’t create any 
kind of overwhelming feeling 
of exhilaration to thrill or excite 
you. Driving my onscreen 
motor at 180 mph distinctly 
reminded me of being a i 
learner driver, cruising the 
streets at 30. Shooting and 
evading anything is more a 
matter of luck than skill 
because things don’t appear 
on the horizon - the first you 
see of them is when they 
materialise in the middle dis¬ 
tance giving you precious little 
time to get out of the way. If 
you’re still desperate for the 
Road Blasters experience you 
might as well keep on pushing 
the ten pees into the arcade 
machine. This isn t going to 
answer your prayers. 


or driving explosive-laden motor¬ 
bikes into them. Clever Overlan¬ 
ders equip their automobiles with i 
heavy artillery to clear the road of 
such maladepts. 

At the beginning of each level 
the player (who plays the part of an 
Overlander - which part we won’t 
be divulging) is given the option of i 
taking two missions: an easy but 
low-paying one for the Federation 
Law-Abiding Citizens or a 
[ difficult but well-paid run for the 
Crime Lords. It’s customary for 
Overlanders to be paid 50% of the 
salary up front, and with this 
money you can equip the car with 
extra weaponry and sufficient fuel 
to complete the journey. 


PRESENTATION 65% 

Sluggish controls with fuel and 
weapons selections which aren’t 
as friendly as they could be. j 

GRAPHICS 58% 

Poor 3D effect doesn’t really 
create any feeling of exhilaration. I 

SOUND 71% 

Palatable soundtrack but no 
spot effects. 

HOOKABILITY 47% 

The lack of a convincing road 
display makes gameplay difficult 
and barely exciting. 

LASTABILITY40% 

Very slow progress leads to 
intense feelings of frustration. 

OVERALL 46% 

A poor 3D motor shoot ’em up 
not much better than the conver¬ 
sion it mimics. 
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NATO ASSAULT COURSE 


CRL, £9.95 cassette, £14.95 disk 


W hat have the Hitman, the 
Ninja, the Flame and 
Tommo got in common. 
Silly names? Green clothes? Well, 
they all appear in this game of hard 
men. You’ve got to choose 
whether you want to join their 
ranks, because if you're to live up 
to your nickname of the Okapi, 
you’ll have to complete a tortuous 
assault course in record time. 

Each consists of a vicious array 
of obstacles including monkey 
bars, barrels and walls to climb, 
fire pits to leap over, water and 
cement troughs to swim or wade 



Blimey, this game is a real pain! I don’t just mean it’s 
irritatingly boring (though it is), but it’s actually 
physically painful. You have to wiggle the joystick 
almost non-stop for ages, and while you’re sprain- 

—--— ing your wrist doing that, the music is giving you a 

headache. It was lucky the dull graphics and boring action forced 
me to leave the joystick after one game, or I might have been 
really wounded in action. Not recommended. 


through, and target ranges, some 
of which even shoot back. Lots of 
fast joystick wiggling is essential, 
for there’s a person on the bottom 
half of the screen who is just as 




You’re lucky I’m 
able to type this 
review after the 
bashing my right 
arm’s taken from 
this game. And was it worth it? 
No, not really. You have no 
chance of beating the com¬ 
puter opponent unless you’re 
some kind of muscle-bound 
freak - because you’re 
expected to waggle the joys¬ 
tick almost constantly for sev¬ 
eral minutes. And if the 
exhaustion doesn’t kill you, 
you’ll probably die of bore¬ 
dom. Take it away, someone. 


keen to take that promotion to the 
Falkland Islands as you are. 

If you find the going far too 
tough, then take advantage of the 
icon-driven course designer. They 
look after you in the army, y’know. 


PRESENTATION 73% 

Nice title screen and easy to use 
course designer, with load and 
save options. Why anyone 
should want to design a course | 
is unknown. 

GRAPHICS 42% 

Soldier sprites are reasonably 
well animated but slow, and 
everything comes in very dull 
colours. 

SOUND28% 

An awful rendition of Colonel 
Bogey, headache, for the 
inducement of. 

HOOKABILITY 33% 

Nice presentation lures you into 
the game, which is soon unco¬ 
vered as tedious and exhaust¬ 
ing. 

LASTABILITY 26% 

The action is irrevocably boring, 
and even the course designer 
can’t change that. 

OVERALL 30% 

Dull and unenjoyable game of 
joystick torture. 


1 


An ancient curse, an imminent eclipse, giant pyramids, secret panels, 
a hidden shrine, poison darts, pressure pads, treasure chests, trip wires 
and mysterious mummies. all in glorious FREESCAPE Solid 3D. 
Set under the burning Sun. TOTAL ECLIPSE is the BIGGEST 
and GREATEST FREESCAPE experience yet! 
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BATTLE ISLAND 

Novagen, £9.95 cassette, £14.95 disk 


dies from becoming alien goulash. 
With an Ml6 and a bag of smart 
grenades, not even thoughts of 
thousands of alien commandos, 


A funny thing happened to 
you on the way to the alien 
Neutron Beam Weapons 
Base. Your ‘surprise’ attack from 
the sea wasn’t, basically, and only 
you escaped death or capture. 
You were the only one to grab a 
raft and inflate it with your Swiss 
Army fcotpump in time. 

Being a heroic but stupid sol¬ 
dier, you resolve to take out the 
Neutron Beam Weapon on your 
own, and save your captured bud- 


What’s this? 
Novagen produc¬ 
ing an ancient¬ 
looking Com¬ 
mando variant? 
So what if there are 350 mem¬ 
ory-resident screens full of 
obstacles? They almost all 
look the same! The bland 
graphics and sound stir no real 
feelings of excitement in my 
joystick hand, that’s for sure, 
and this just wouldn’t be the 
sort of game that I’d be playing 
for weeks on end in 1988. Or 
even 1987 for that matter! 
Come on Novagen, stick to the 
3D greats we all love you for! 



A This is far from the Novagen classics of yesteryear, isn’t it, Brian? 


This certainly isn’t the sort of game I was expecting 
from Novagen, and it certainly proves that they 
should have stuck to producing the 3D blockbusters 
they know best. The cassette inlay boasts that the 
. u ^^ ga ? le I s graphics extravaganza’, when the sprites 
ook ‘^ e the y* ve come through a time warp from 
1985. The music and sound effects are equally unimpressive. The 
game »s lust an unexciting Commando variant and even the extra 
weapons don’t add anything to the thrill of destruction. At ten 
quid J would think seriously before buying it, even if it does have 
Paul Woakes name stamped on it. 


tanks, laser emplacements and 
certain death can hamper your 
enthusiasm for the fight. 

After paddling through shark 
infested custard, sorry, waters you 
land on the island to hunt down 
eight pieces of Bailey Bridge 
which will help you reach the 
weapons base. 

Extra weaponry stars give you 
double shots, rear shots, unstop 
pabullets or a shield. 


PRESENTATION 60% 

Free island map. Last level 
restart option. 

GRAPHICS 40% 

Flickering sprites wander about 
a poor attempt at forced per¬ 
spective landscape. 

SOUND49% 

Very average sound effects and 
unremarkable title tune. 

HOOKABILITY 55% 

•The look of a souped-up Com¬ 
mando game provides some 
attraction. 

LASTABILITY 41% 

Overall shoddy appearance and 
unexciting action give the game 
a very short-term appeal. 

OVERALL 41% 

Certainly not up to the standards 
we’ve come to expect from 
Novagen. 
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1943 

GO!, £9.99 cassette, £14.99 disk 


W hen you’re not singing 
songs about there being 
‘Nothin’ like a dame’, 
you’re a rough, tough, cigar che¬ 
win’ US Navy pilot who likes 
nothing better than strafeing 
Japanese aircraft carriers and 
shooting down Zeros and bom¬ 
bers, all in the name of Peace. 

So, up you go into the wild blue 
yonder in your P-38, scrolling your 


vertical way towards the Japanese 
flagship, Yamato, taking on the 
might of Emperor Hirohito. As you 
come across enemy forces, they 
bring their artillery to bear on your 
puny plane, knocking down your 
fuel level - but in your defence you 
have a handy rapid-fire cannon. 

Bump up your flagging fuel 
gauge by collecting POW sym¬ 
bols, or if you don’t fancy that, you 



With all the Commodore’s hardware scrolling 
capabilities I’d have thought a vertically-scrolling 
shoot ’em up like this would be an easy case for 
conversion. No. Wrong again. The programmers 
have tried to create a parallax scrolling system 
whereby the clouds move faster than the surface of the ocean, 
hundreds of feet below. Great, but why then make the islands 
scroll at the same speed as the clouds, giving the impression that 
they are floating in mid-air? Shoddy programming also rears its 
head when you reach a bomber or aircraft and everything slows 
to a crawl. Oh, and why does the program put extra weapons on 
the screen in the dying seconds of every stage, when you re 
unable to pick them up, let alone use them? III admit that these 
are pretty superficial points and I could have put up with them if 
the game was at all challenging, but it’s so incredibly easy to get 
such a long way that you’ll have finished and dumped it on the 
shelf long before you’ve had your ten quid’s worth. 


i>i .nygyiu i>2 


A 1942er, no ... Flying Shark e r,no ... 1943- oh, forget it anyway 



Initial impressions of 1943 are that it bears some 
semblance of decency, but it only takes two games 
to prove the complete opposite. Why only two 
games? Well, that is how many attempts it took Maff 
and myself to reach the very end of the last of the 32 
stages. OK, so there were two of us playing together but you 
know my record in the Challenge - to say I’m not the best 
qamesplayer in the ZZAP! offices is a bit of an understatement, 
so how come I reached the end of this second go? Even play ,n 9 
solo I got well past the halfway stage! The levels are just so short 
that the progress report which appears at the end of each stage 
is on screen for almost as long as the action. Anyone who consid¬ 
ers themselves an even slightly hardened shoot ’em up veteran 
should be able to wipe the floor with this, so unless you re a very 
young player with a lot of money, I should leave it well alone. 



ll THE 
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|| Epyx/USGo 

Id, £9.99 cassette, 



SB 



H ope you’ve been drinking 
your Lucozade, guys, ’cos if 
you want to enter this com¬ 
petition you really have to be fit. 
And I don’t mean doing a one-leg- 




I remember the 
good old days. 
You could buy a 
brown sauce 
sandwich plus 
chips and a mug of tea and still 
get change from a fiver, you 
could get a Mars bar for about 
19p (ho, ho) and any Epyx 
game that arrived hot off the 
press was bound to be good. 
The Games series used to be 
among the best you could get 
for your Commodore, but with 
Winter Edition they really 
started to go downhill (and 1 
don’t mean on skis). If any¬ 
thing, Summer Edition is even 
worse than that. Some of 
graphics (especially the hur¬ 
dles) suffer from a bad attack 
of the blobs, and hardly any of 
the events events require that 
much skill. Unless you’re the 
sort of masochist who enjoys 
wasting loadsa money (and we 
don’t want the likes of you per- 
vies in this magazine anyway), 
forget this and stick to the 
original Summer Games. 


Down at Epyx (or is it across at Epyx? - my geog¬ 

raphy was never very good), they must really be 
getting desperate trying to think of more sports to 
simulate. Trouble is, there doesn’t seem to be all 

—- that much left which really lends itself to the sort of 

treatment that made the earlier Games series so good. Half the 
sports (especially the asymetric bars) require so little player 
input, that getting through the event is just like watching a demo 
- the other half is so complicated you just can’t be bothered to 
play. If you’re after a really new and original summer games sim, 
go for Tynesoft’s Summer Olympiad instead. 


▼ Up a bit, down a bit, left a bit - hang on, haven’t we seen this 
caption somewhere before? 


ged jog round the TV every Satur¬ 
day night when Blind Date isn’t on 
either. When I say fit, I mean ultra, 
mega, massive-muscle, super¬ 
body-builder fit. And even if you’re 
that... er. . . fit, you probably 
won’t be fit enough to win all the 
eight contests (archery, velod¬ 
rome cycling, diving, hammer 
throw, hurdles, pole vault, gym¬ 
nastics rings and asymetric bars) 
your hopeful (and ravin’ mad) 
nation has decided to enter you 
for. 

As you arrive, you size up the 
competition. There might be up to 
eight human opponents settling in 
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Code Masters 
Ar MB ads for the 
‘super’ £4.99 
WMSSSKl games usually 
boast of wonder* 
ful extra features which are 
deserving of a higher price tag. 
Super Dragon Slayer’s extra 
features consist of a choice 
between novice or expert diffi¬ 
culty levels. Wooooo! How can 


though, if you can get over the 
average graphics and tedious 
sound, that is. The extra fea¬ 
tures sometimes come as a 
surprise and you often find 
yourself having another game 


to see what comes next. How¬ 
ever I’m still trying to work out 
why they’ve given it a higher 
price. It would have made a 
great little budget game, but 
as a more costly product, it’s 
not so great. So, Code 
Masters, work out your mar- 


can always shoot the symbol to 
turn it into one of six fancy secret 
weapons, which range from ultra¬ 
rapid fire to three-way mega bul¬ 
lets. Who needs the atomic bomb? 
Not us, that’s for sure. 


SUPER DRAGON SLAYER 

Code Masters, £4.99 cassette 


PRESENTATION 59% 

One or two player team options 
available, but what happened to 
the rolls and smart bombs men- i 
tioned in the instructions? 

GRAPHICS 43% 

Chunky sprites, repetitive back¬ 
drops and anomalous (er, what?) 
parallax scrolling. 

SOUND54% 

Some good jingles but gun FX 
sound more like lasers. 

HOOKABILITY 47% 

Very easy to get into because 
you know exactly what to expect 
from this type of game. 

LASTABILITY 20% 

Hardly any challenge and not 
much variation, so you’ll proba¬ 
bly only play it five or six times 
before it’s left to gather dust. 

OVERALL 30% 

Technically poor and far too easy 
to be stimulating for more than 
half an hour. 


to the village, or just one mega¬ 
mean computer one. Depending 
on the state of your muscle you 
can opt to go into practice or throw 
all steroids to the winds and go 
straight for the events. 

Suppose you fall foul of the local 
stomach bug, what do you do 
then? Well, you could always cut 
your losses and just go for one or 
two sports. With all the muscle 
you’ve accumulated, you surely 
must be capable of that. 


PRESENTATION 80% 

Eye-catching TV-style opening 
sequence plus multi-player 
option and practice events. 

GRAPHICS 70% 

Vary from excellently defined 
effects to primitive and bio 
sprites. 

SOUND 67% 

Medley of tuneful and slightly 
less tuneful melodies. Nothing 
that really grabs you by the ear¬ 
lobe though. 

HOOKABILITY 65% 

There’s enough curiosity 
to take you through each 
events at least once ... 

LASTABILITY 44% 

... but in the end, there’s just 
not enough challenge to keep 
you playing. i 

OVERALL 49% 

A disappointing release from one 
of the most successful 
originators of the strategic 
‘games’ sim. 


L ife can be boring sometimes, 
can’t it? Don’t you just wish 
that something exciting 
would happen every now and 
then? That’s what our princely 
hero in Super Dragon Slayer 
thinks. Ligging around in the 
palace all day with nothing to do 
can get incredibly tedious at 
times ... ho hum. Wait! What’s 
that? A cry for help from a damsel 
in distress? (princes have an ear 
for this kind of thing) This is it' Off 
TO THE RESCUE! 

In Super Dragon Slayer, you 
take the part of a brave knight who 
goes off to save a fair maiden and 
defeat a dragon. You must battle 
your way through a land of hazard¬ 
ous landscapes and fierce 
monsters intent on your destruc¬ 
tion. Occasionally, on shooting a 
nasty, an icon may appear to help 
you on your quest with temporary 
shields, extra energy or a spell. 


Spells give you additional magic 
powers (you’re also a magician as 
well as a prince, see) enabling you 
to blast monsters, clear the 
screen, turn into a frog for an 
almighty high leap, or fly like 
Superman, depending on your 
magic status. To progress to the 
next magic level (and the next 
piece of scenery) you have to bat¬ 
tle to the end of the landscape and 
defeat a bunch of fiercer monsters, 
otherwise it’s off to the big adven¬ 
ture land in the sky! 


My initiaf reaction 
to this game was 
‘So what? 

Another Green 
Beret clone. Big 
deal!’ but when I reached the 
end of level one, I discovered 
that there was more to it than 
meets the eye. The graphics in 
the first scene aren’t too great, 
but they improve the further 
you go, and the sound could 
have been a lot better, but 
when it comes to the crunch, 
this is quite playable. It does 
take a while to grow on you, 
but if you persevere you could 
get to like it. The only problem 
is the price. If it had been the 
normal Code Masters £1.99 
instead of its five quid ticket, it 
would have been great, but 
there’s nothing really to justify 
the extra cost. For this reason, 
Super Dragon Slayer just 
misses the boat. 


▲ Super dragon slaying fun and 

big bouncy pieces in 
Code Masters’ 
eponymous 
eponyme-thing 


PRESENTATION 49% 

Not much glossy wrapping and 
the controls are fiddly at times. 

GRAPHICS 61% 

Occasionally bland and blocky, 
but quite good on the whole. 

SOUND 38% 

An unimpressive tune and sub¬ 
standard effects. 

HOOKABILITY 53% 

A mite tedious to begin with ... 

LASTABILITY 71% 

... but it stands a chance of 
growing on you. 

OVERALL 67% 

Not a bad game at all. It would 
have been even better at a 
proper budget price. 
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WORLD GAMES 

US Gold/Epyx 
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dan dare 

Virgin Games 


)verall 98 c 


COMPUTER 


it’s one of the most enjoyable 
games I’ve played this month! 

(Paul) Absolutely. Memories of the 
cassette multiload make me think 
that maybe the presentation per¬ 
centage was a little excessive, but 
otherwise the game’s rrlany merits 
easily justify such uninhibited 
marks. 


lins and murdered joysticks, World 
Games' varied events, stunningly 
presented both graphically and 
aurally, should make you see 
things differently. 

PG 

(Gordon) All the percentages 
should go down by two or three 
points - it’s hardly aged at all and 


This is the most enjoyable 
implementation of an interactive 
comic strip I’ve played, with fan¬ 
tastic graphics and simple, tout 
satisfying, puzzles. Now that it’s 
available on a budget label, there’s 
no excuse to miss it. 

GH 

The thing that impressed me most 
about Dan Dare was that the prog¬ 
rammers had kept a superb car¬ 
toon-strip look to the whole game 
- a licence that hadn’t lost track of 
its roots for once! As arcade adv¬ 
entures go, the game still manages 
to beat many of its type, and is 
worth every penny of its budget 
price. 

PG 

(Gordon) All the marks are fine 
apart from sound (down another 
10%) and value (irrelevant now 


Graphics 


raciers 
■cent of 


hound 70% 

■ Suitable music • 

f «°okab, l;tj 

I the comic 


’ effects. 


Value 


Overall 


scrape a Sizzler now. 

(Paul) Put the value rating up by to 


received by all in ZZAP! Gazza 
‘cool’ Penn called it ‘the best 
arcade adventure I’ve played yet’, 
Ricky-babes Eddy urged ‘it’s a 
brilliant game which shouldn’t be 
missed’ and Jazza ‘shades’ Rig- 
nail raved about its ‘fantastic 
atmosphere’ and ‘stunning’ 
graphics. 


about 95% and the rest down by 
about 5% each and I’d be happy 
with the marks. I’m not sure it 
would get Sizzler status now, but 


Virgin’s evocative and cartoon- 
quality conversion of the legen¬ 
dary comic-strip hero was warmly 


it’s still a pretty good arcade adv¬ 
enture. 
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Sanxion marked the Commodore 
debut both for Stavros Fasoulas 
and Thalamus, the unique dual 
display and fast action gameplay 
bringing up the goose pimples on 
our trio of reviewers. RE thought it 
‘a dream to both watch and play’, 
JR enthused over the ‘stunning 
graphics’ and ‘well-cool’ music 
and GP simply thought it ‘really 
neat’... Oh well, some people 
can’t go OTT all the time. 

Personally, I preferred Stavros’ 
second game, Delta, which I think 
was underrated in ZZAP!. Though 
it’s got great graphics and sound, 
the simple gameplay wouldn’t 


reward it with a Sizzler now. 

GH 

Sanxion came out just before extra 
weaponry really caught on, so its 
simplistic action dates the gamep¬ 
lay. Still, the amount of technical 
polish on the game makes it shine 
even now, and gameplay is very 
addictive. 

PG 

(Gordon) All the marks deserve to 
go down by 10% or so, apart from 
the graphics and sound, both of 
which are only a couple of marks 
too high. Visually it’s gorgeous, 
and it’s still very playable. 


(Paul) I’d go along with that - 
alongside some of the newer 
shoot ’em ups Sanxion does stand 
proud these days, but not that 
proud. 


I enjoyed playing this for quite 
some time, but eventually the 
slightly laborious question-and- 
answer sequences and inevitable 
repetition of questions asked 
made it less attractive. I much pre¬ 
fer Arcana’s Powerplay, which 
better adapted this format to the 
64, making it a game I still enjoy. 
GH 

Being a bit of an impoverished Triv 
buff, I was keen to try out this 
cheaper alternative to the real 
thing, and was suitably impressed. 
The game uses a question and 
answer system which both elimi¬ 
nates the ambiguous answer 
problem that dogs computer quiz 
games, and keeps the board 
game’s social element. 

PG 


TRIVIAL PURSUIT 

Domark 


The release of Domark’s ‘official’ 
version of the classic boardgame 
was one of a trio of like-inspired 


trivia games. This one, like 
Arcana’s Powerplay, was 
awarded a Sizzler for its combina¬ 


tion of brain-taxing and cute 
gameplay. All the ZZAP! team 
admitted to not being into ‘using 
the old grey matter’, but 
enthusiasm was still the order of 
the day. ‘A great trivia game’ 
spurted JR; ‘a quality product’ 
spouted GP; ‘jolly witty’ thought 
the ever-effervescent RE. 


(Gordon) All marks should go 
down by 10-20%, apart from 
graphics, which was about right. 
I’d give it about 80% overall. 

(Paul) I think this was as good an 
adaptation of the board game as 
possible, but I have to agree that it 
would score less highly now. 
About 85% overall. 


ALLEYKAT 

Hewson 


J Hookability 79% 

I demanding - d.Hicu 

I Instability 90% 


| Value For Money 87% 


Andrew Braybrook’s successor to 
the Sizzler-rated Uridium just 
failed to scrape a similar award. 
Both Paul Sumner and Jazza Rig- 
nail praised it to the skies, using 
phrases such as ‘really pretty’, 
‘absolutely superb’ and ‘im¬ 
mensely addictive’. Gazza Penn, 
however, grumbled about the 
very slow’ pace and pronounced 
it ‘too tedious tcrbe worthwhile’. 

Brilliant graphics and presentation 
failed to rescue this game from 
collecting dust after only a couple 
of months. It’s brilliant to pick up 
and play occasionally, but 
because of an unspotted ‘bug’ 
(you can just race down the right 
hand side once you’ve cleared 
obstacles), it doesn’t hold lasting 
interest. 

GH 


Alleykat was quite a letdown after 
Braybrook’s former greats, and it 
didn’t really stand up to concen¬ 
trated play. Of course, the presen¬ 
tation and graphics are superbly 
implemented, but something lack¬ 
ing from the gameplay didn’t have 
me hooked for very long. 

PG 

(Gdrdon) Presentation, graphics 
and hookability are fine. I think the 
sound was a little underrated, but 
the other marks should come 
down by 10-15% each. 

(Paul) Yes, that sounds about 
right, but I’d also take down the 
testability by about 20%. I’m afraid 
it just didn’t have enough of the 
Braybrook secret ingredient to 
make as appealing as his former 
two games. 
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CBM 64 


these championships. For it is here 
a lifetime Opportunity to compete 
ers of games simulation software; 

: will test your courage and prowess 
acyand nerves of steel. You II need 
I and determination to be a winner! 


The Ambitions of athletes from all corners of the Earth culminate in 
at the cream of the World's sporting elite have gathered in a once in 
he most coveted titles known to*man. Now Epyx, the undisputed mast 


SPRINGBOARD DIVING -Cool nerves, total 
concentration, split second timing, and not a 
w small measure of artistic flair will determine 
your scores as you strive for as near 
^ perfect execution as is humanly 
possible. 




UNEVEN PARALLEL BARS Balance 
strength and artistic flair are the vital 
ngredients which make this event, perhaps 
the most demanding, expressive and thrilling 
of all the gymnastic disciplines 


HAMMER THROW - 

A spectacular test of sheer 
human power. Feel your every x 

muscle tighten as you rotate the mmm I 

hammer. Then as the centrifugal 
pull takes over you must gauge your 
moment of release to perfection « 
to achieve that medal winnim 
throw! 
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CBM 64 


HURDLES -Speed, strength, rhythm 
Three essentials in an event that is 
perhaps the toughest on the track. 
Be quick and judge your stride to 
perfection. The slightest mistake and 
you're not only out of the medals, 
you're out of the race! 


© 1988 Epyx Inc. All rights 
reserved. Epyx is a registered 
trademark No. 1195270. 
All screen shots are from the 
CBM64 version of the game. 


Manufactured and distributed 
under licence from Epyx Inc. 
byU.S. Gold Limited, 

2/3 Holford Way, Holford, 
Birmingham B6 7AX. 




• Eight thrilling events. • Opening and Closing Ceremonies — 

• Multiple player option, each player competing for a 

different country. Or compete against the computer W 

• Unique "First person" perspective allowing you to 
assess your performance. 



















































ARCHERY- A strong and steady arm, and an 
accurate eye will be essential for success in an 
event that combines skills that are in essence 
A centuries old with twentieth 
century technology. 


RINGS- 

A controlled 
gymnastic per- 
formance which 
features the most 
testing piece of gym¬ 
nastic apparatus yet 
devised. Flexibility, fluidity, 
static strength, and strength 
in movement make the rings 
the most unique and 
demanding of the men's 
gymnastic exercises. 


POLE VAULT-An 

event that is as skilful 
as it is daring! 
Accelerate down the 
track; position the 
pole and climb to its 
top. Strength and 
technique are every¬ 
thing as you stretch 
your body in a 
dramatic attempt 
to clear that near 
impossible hori¬ 
zontal bar. 


VELODROME 
SPRINT 
CYCLING - 

A tough physical 


and psychological 


battle in which the 

ability to outwit your opponent and the 
strength to beat him to the finish line ar< 
required in almost equal measure. 


Available now for: 


Available soon forr- *^ V..— 

CBM64/128 • IBM PC & Compatibles Amiga • Amstrad CPC • Atari ST • Spectrum 48K, +2, +3 





















































NAME. 

ADDRESS 


SETS FOR RUNNERS UP! 

for every entrant! Cor blimey! 

Q: What was the game that kept the whole ZZAP! team 
from their work, their beds and their bacon butties last 
month? 

A: Armalyte. 

I f you got that question right, 
you’re probably well qualified 
for this fabbo comp arranged 
by the mad dogs of the software 
industry who call themselves 
Thalamus. 

If you didn’t know the answer, 
we’d better fill you in. 

Armalyte is the Gold Medal 
winning space shoot ’em up that 
not only knocks the socks off the 
others, but also puts them 
through a service wash and 
hangs them out to dry 
afterwards. Everything about the 
game is just so unfeasibly HARD 
that one press of the fire button 
and it’ll kick your teeth in for your 
audacity. 

Anyway, Thalamus decided to 
let a few astute ZZAP! readers in 
on the action by giving away the 
original artwork for the Armalyte 
cover and ad, as painted by our 
very own Vunder Artiste, Oli 
Frey. That’s for the first prize 
winner-five runners up will each 
receive some real-life laser 
blasting fun in the form of a Lazer 
Tag gun and sensor set. As if that 
wasn’t enough, the winners will 
all receive a copy of Armalyte to 
torture their trigger fingers with. 

And on top of that, everyone 
who enters will get a voucher 
which entitles them to a quid off 
any Thalamus game ordered 
direct from the company! 

Now, here’s what you have to 
do. On the entry form on this very 
page, you should see a grid of 
squares just begging to be filled 
in. But what to fill ’em in with is 
the question. Well, no, actually, 
these are the questions. Just 
work out the Thalamus-related 
answers and plug ’em in to the 
relevant line. As a further clue, 
we’ve put in a relevant word to 
provide some of the missing 
letters. 


. Boys Without Brains game starring a Synthetic Life Form. 

. Author of Hunter’s Moon - and ZZAP! Diarist 
xtraordinaire. 

. Part of your brain which sends sensory impulses to your 
erebral cortex. 

. First release for Thalamus. . 

. Famed Finnish fellow they call the Helsinki Hex Hero, 
i. Exeter programmers responsible for the subject of this 
;ompetition. 

Triangular prequel to Armalyte . 

I. Dextrous rolling controlling. 


OK - got those? Now, send in 
your completed entry form to 
ARM ALOOT COMP, ZZAP! 
TOWERS, PO BOX 10, 
LUDLOW, SY8 1DB. Make sure 
it gets here by December 12th or 


you’ll have absolutely no chance 
of winning anything. Sounds 
harsh, doesn’t it, but, well - 
we’re afraid life’s like that 
sometimes. 


FIVE LAZER TAG 

— and a £1 voucher 
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For mail order please send your order and remittance (cheques 
payable to British Telecom pic or direct debit from Access/Visa 
card by stating card number and expiry date) to: The Marketing 
Department, Telecomsoft, First Floor, 64-76 New Oxford Street 
London WC1A IPS. 

Telecomsoft, First Floor, 64-76 New Oxford St, London WC1A IPS 

Firebird and Firebird Logo are trademarks of British Telecommunications PLC. 


IT’S AMAZING 
WHAT A REAL 
COMPUTER 
GAME 
CAN DO. 


Spectrum cassette £8.99 
Commodore 64 cassette £9.99, disc £12.99 
Amstrad cassette £8.99, disc £14.99 


A LEGEND IN GAMES SOFTWARE 





















Action Replay works by taking a ‘SNAPSHOT’of the 
£29 ^, program in memory so it doesn’t matter how the program 
^post**** was loaded - from tape or disk - at normal or turbo speed. . 

WARP 25. THE WORLD’S FASTEST SERIAL DISK TURBO - NOW EVEN TASTER! LOADS 
200BLQCKS m 6 SECONDS!240 B LOCKS jKS 

independent of the cartridge with SUPERBOOT. 

SIMPLE TO USE: Just press the button and make a complete backup - tape to disk, tape to tape, disc to tape, 

THE PROCESS IS AUTOMATIC-JUST GIVE THE BACKUP A NAME. . _ 

TURBO RELOAD. All backups will reload at turbo speed, COMPLETELY INDEPENDENTLY OF THE CART ^ 

SPRITE KILLER. Make yourself invincible. Disable sprite collisions - works with many ^ 
programs. ^ 

PRINTER DUMP. Freeze any game and print out the screen. — ^ ^ 

Eg. loading picture, high score screen etc. Works with most printers. 

MPS 801, 803, Star, Epson etc. Double size, 16 shades, 
reverse print option. Very versatile - 
no user knowledge required. 

PICTURE SAVE. Save any Hires 
multicolour screen to disk at the push 
of a button. Compatible with Blazing 
Paddles, Koala, Artist 64, Image 
System etc. 

SPRITE MONITOR. Unique 
Sprite monitors allows you to freeze the 
action and view all the sprites, watch the 
sprite animation, save or delete any sprite. 

Load sprites from one game into another to 
make customised programs. 

POKES/CHEAT MODE. Press the button and enter those 
pokes for extra lives etc., then restart the program or make a backup. 

Ideal for custom games. 

MULTISTAGE TRANSFER. Even transfers multistage programs from tape to 
disk. The extra parts fast load - a unique feature. Enhancement disk available for non 

standard multi-loaders (see below). »• • 

SUPER COMPACTOR. Ultra efficient program compaction techniques. Each program saved as a 
single file. 3 programs per disk side - 6 programs per disk, if you use both sides. 

TEXT MODIFY. Change title screens, high Score screens etc. Put your own name into a game then restart it or 
make a backup to tape or disk. Very simple to use. 

'jSSSSSSSSSt^^ ' 

Uses no memory. Full printer support. r ....... . 

DISK MONITOR. A special monitor for use on the RAM inside your disk drive. All the usual commands - a use u ac mg 

WHOLE DISK COPY. Copy a full unprotected disk in under two minutes with only one drive. 

FAST FILE COPY. Works with standard and Warp 25 files of up to 249 blocks. Converts formats to and from Warp 25. 

FAST FORMAT. Under 20 seconds. 

memory. 

REDEFINED FUNCTION KEYS. Single ^ok^Mndsfot 
operation of many common commands including: LOAD, SAVE, DIK. 

Load from directory - no need to type in filename. 

TAPE TURBO. Designed to make turbo load/save for your own 
programs. No screen blanking during loading. 


"what THE 
reviewers said 

“I’m Stunned, is 

aud totally 

eaSay Znec^9e^'J 
k ^Commodore DiskUserj^ 



all features are built in and 
available at the touch of a key. All features work 
with both TAPE and DISK. (Except multipart 
transfer & disk file utility). 


ACTION REPLAY ENHANCEMENT DISK 

The biggest and best collection of special parameters and 

file copy programs for transferring non-standard multi-load 
tapes to disk - games like LAST NINJA, CALIFORNIA 
GAMES, LEADERBOARD, DRAGON’S LAIR - SEVENTY 
titles in all. Almost all major titles covered. Latest edition 
includes COMBAT SCHOOL, PLATOON, PREDATOR, 
GAUNTLET II, TESTDRIVE, SKATE OR DIE, APOLLO 18, 
THE TRAIN and many more. Cheats for infinite time, lives etc. 
The GRAPHIC SLIDESHOW - latest edition displays 
multicolour pictures or loading screens saved by Action 
Replay or any major Art Package - Blazing Paddles, Koala, 
Advanced Art Studio, Artist 64 etc. Lots of fun. 
jL nnhi £7.99. Upgrades - send £3.00 plus old disk. 
















TAKES A QUANTUM LEAP 



BACKUP MORE PROGRAMS THAN ANY RIVAL UTILITY. 




•"‘‘v lc ’ atuTe : s ofthe nor ™® 1 Action Replay IV but with an amazing on board LSI LOGIC PROCESSING CHIP 
Plus 32K operating system ROM and 8K RAM CHIP. The first RAM/ROM based cartridge 0 }°““™ 


ALL THE MKIV FEATURES PLUS ... 





— w v* laurnua, 

The MK IV ‘Professional’ has all the features ofthe MK IV plus 
an onboard custom LSI LOGIC PROCESSING CHIP that 
integrates the whole range of utilities and makes them 
available at the press of a button at any time 
EXTENDED MONITOR. 

The ‘Professional’ has an extra powerful machine 
code monitor. Because it has both ROM and Ram 
at its disposal the Professional can freeze any 
program and then examine the WHOLE OF 
COMPUTER MEMORY in the frozen state including 
screen RAM, ZERO PAGE and STACK. 

Full feature disassembly, compare, fill, transfer, hunt 
relocate, jump etc. etc. In fact all the features ofthe best 
fully blown monitor available. Return to the frozen 
program at the press of a key at the point 
y° u it! An absolute must for the program 

hacker - or even the programmer who needs 
to de-bug his program. 

INTELLIGENT HARDWARE 
The Professional hardware is unmatched 
anywhere in the world today. The special logic 
processing chip can cope with protection methods 
as they appear by reacting to its environment 
RAM LOADER 

In addition to Warp 25, the AR4 Professional now has 
RAM LOADER. Making use of its onboard 8K Ram the 
Professional can also load commercial disks directly 
at up to 25 times normal speed. Remember this feature 
is in addition to AR4’s unique Warp 25 feature that 
reloads all backups at 25 times speed. 






UPGRADE INFORMATION 

MK in TO MK IV. Just send £9.99 and we will send you the new MK IV 
Chip to plug into your cartridge. Fitting is very easy. 

MK in TO MK IV 'PROFESSIONAL'. Send your old cartridge plus £ 19.99 
and we will send you a new Professional MK IV. 

^wn Ct ^ 0n Replay owners can get £10 as part exchange against either the 
L KIV or Professional. Send old cartridge plus balance. 


performance promise 

Action Replay will backup any program that any other cartridge can backup I 
-and more! It also has an unmatched range of onboard features. Before you 
buy check our competitors ads to see what they offer and see how many of 
the Action Replay MK IV features are either not there or have to be loaded 
from Supergate disks etc. When you buy Action Replay if you don’t find our 
^claims to be true then return it within 14 days for a full refund. 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRs 


BYPHONE 


0782 744707 
24 hr Credit Card Line 


BY POST 

UK ORDERS POST FREE 1 


X7 


EUROPE OVERSEAS 

Send cheques/PO’s made 

ADD £1.00 ADD $3 

payable to ‘Datel Electronics’ 

FAX 0782 744292 


DAiEL 

01)10 


DATEL ELECTRONICS LTD, FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND 


SALES ONLY 

0782 744707 


TECHNICAL ONLY 

0782 744324 
















back!!!! Er, but the game’s not up to much 


PRO SKI SIMULATOR 


Code Masters, £1.99 cassette 


T ime to break out ze silly eks- 
cents und make mit der 
‘Bend ze kneeez’ as you 
' take to the slopes in this game of 
fun on the piste. 

You and a competitor (computer 




Another 

Simulator? Well, 
I’m not going to 
complain 
because this 

one’s really quite good, though 

I’ll admit it’s an acquired taste. 
The skier graphics, though 
small, are finely detailed, and 
the slope graphics are really 
attractively drawn with nice 
scenery and a good shading 
system which succeeds in 
clearly depicting the direction 
of the slopes. The sound is less 
impressive and in the game it’s 
restricted to snowy swish 
noises. The opening sound¬ 
tracks aren’t too bad, but 
they’re the sort of scratchy 
electro-bop that you’ve proba¬ 
bly heard on almost every 
other Code Masters game 
Still, good effort, good effort! 


or human controlled) start the 
game at the top of a snowy slope, 
depicted in a sort of isometric 3D, 
the object of the game being to get 
to the bottom of the run in limit 
time. 

Easy, huh? Well, it would be 
except for the fact that, to qualify 
for the next run, you have to get to 
the bottom of the slope and do it 
by skiing through a series of gates. 
The joystick or keyboard rotates 
your ski-er left and right, and the 


Aaaagh! This is so frustrating! The skiers are quite 
difficult to control because they sometimes get into 
positions where you can’t see which direction 
they’re going. Also, there are times when you have 
to really thrash away at the poles to get anywhere, 
and for no apparent reason. Oh, and whenever you crash, you 
nearly always end up pointing in the wrong direction -- just like 
Code Masters’ BMX Simulator! Maddening! I did eventually get 
the hang of the game, but even then I found the time limit on the 
second run too tight. Only buy it if you’ve a good supply of tran¬ 
quilizers in the house. 


fire button pushes him forward or, 
on a slope, makes him crouch for 
extra speed. 

Oh, and watch out for the 
yeti. .. 


A Another simulator? Leave it out, darling ... Still, it ain’t half good 


JOE BLADE II 


Players, £1.99 cassette 


S uper-mega-hard man, Joe 
Blade, has returned to his 
home city after finishing his 
army duties, but is not happy to 
find that it isn’t safe for people to 
walk the streets any more. Even in 
their own homes the citizens live in 
fear. Joe decides that something 
must be done and sets off to put 
an end to the villains’ reign. 

You take the part of Joe, and 


must walk the streets taking out 
the punks by kicking them in them 
head. As well as duffing up the 


thugs, you must rescue 16 citizens 
by solving a series of sub-games, 
which involve you rearranging a 
sequence of numbers. 

If you can manage to complete 
your mission, then you can be 
proclaimed a suitably hard 
maaaaaan. 


I enjoyed playing 
the original Joe 
Blade quite a bit 
and to this day I 
haven’t quite 
completed it, so when the 
sequel arrived, I expected to 
play a good, challenging 
game. However, after reading 
the instructions, I sat down to 
my second game and promptly 
completed the mission, as I’ve 
managed to do every time 
since. Now this to me doesn’t 
make for a challenging and 
addictive game. On the other 
hand the graphics are okay, 
and the music is quite good, 
but anyone with a bit of spare 
time could watch a demo with 
neat sound and graphics and 
be two quid better off. 


You start off playing this by thinking, ‘this is a bit of 
all right’; but when your go gets to about five 
minutes long, you begin to wonder what’s going 
on What have they done to one of my favourite 
budget heroes? Waaah! It’s all very much the same 
as Joe Blade, except the baddies are in casual gearandprison 
walls have been replaced by city walls. This wouldn t be so bad, 
but the game’s far too easy - and that’s not really on - not even 
at this price. 


m 
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PRESENTATION 67% 

Scores on the one and two 
simultaneous player options and 
the good screen layout. 

GRAPHICS 72% 

Small, sometimes indistinct, 
skier sprites, but nice piste 
graphics. 

SOUND 58% 

Familiar electro-bop tunes and 
swishy skiing noises. 

HOOKABILITY 70% 

Difficult at first, but it’s very much 
a case of ‘once you get the 
knack 

LASTABILITY60% 

... and even when you’ve got 
the knack some of the time limits 
make it a bit frustrating. 

OVERALL 73% 

An unusual and mildly compel¬ 
ling adaptation of the sport. 


PRESENTATION 69% 

High score table and neat layout, 
but no options. 

GRAPHICS 78% 

Tough-man cartoon graphics 
and generally pleasing, if a little 
repetitive, backdrops. 

SOUND 76% 

Decent enough tunes but no 
sound effects at all. 

HOOKABILITY 62% 

Easy enough to get into - and fun 
for a while. 

LASTABILITY 15% 

So easy to complete it’s ridicul¬ 
ous. 

OVERALL 38% 

Fun for a very short while. 
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STREET GANG 

Players £1.99 cassette 


T Aw-right, guv? ’Ow ya doin’ me 
old fruit? Fancy gettin’ yer ’ead 
kicked in? 


iui i icu i ns cuiermons to ine sxreets. 

The streets are full of ferociously 
violent bloodthirsty hoods - but 
that doesn’t bother our Mickey - 
he’s a man, not a mouse. Armed 
only with his fists, he’s determined 
to make his way to the east of town 
where he can work off any aggres¬ 
sion he’s still got left (a lot by the 
looks of it) on the notorious rival 
gang leader, the‘Curl’. 

Er... and that’s it. Well, what 
sort of a plot did you expect? 


PRESENTATION 57% 

Naff loading screen but nifty 
scrolling tables. 

GRAPHICS 30% 

Fairly standard backdrops kindly 
provide a home for some below- 
par sprites that no one else 
seems to want. 

SOUND90% 

Psychedelic title track can be 
mixed and scratched by pres¬ 
sing selected keys. 

HOOKABIUTY 22% 

Not one to grab you by the neck. 

LASTABILITY 20% 

You might play it once, but you 
won’t want to play it again. 

OVERALL 30% 

Not one to show off to the gang 
- but you may get some pleasure 
out of the music. 


SCORPION 

Rack-lt, £2.99 cassette 


Hey!, I thought - some really neat graphics - and 
parallax scrolling too - cor! Then I started to play the 
game. Bland is about the only word that springs to 
mind. Not that there isn’t enough material here. 
Scorpion could have been good - in fact, if the con¬ 
trol method wasn’t so slow and awkward, it might even have 
been really good, but it’s not. By the time you’ve crashed into 
your third blob because you didn’t make a pixel perfect turn, you 
won’t have much enthusiasm left for the game. In fact, if you’re 
not beginning to show signs of dozing off after twenty minutes 
I’m a four-legged Dutchman in a penguin suit. (Fancy another 
fish, Kati? - Ed) 


Pacman is living 
proof that a col¬ 
lect ’em up 
doesn’t have to 
be fancy to be 
fun. Scorpion isn’t fancy but 
because of a really awkward 
control method, it’s not even 
that much fun. Basically, you 
just can’t move around the 
screen fast enough to keep 
away from the skimming blobs 
and jelly cubes wriggling hot 
on your trail. If you do get it 
right, there’s nothing to look 
forward to - just another bor¬ 
ing network of joints and 
pipes. And, as Harold Wilson 
will tell you any day of the 
week, once you’ve seen one 
pipe you’ve seen them all. 


PRESENTATION 50% 

A few scrolling messages on the 
title screen and er... well, 
that’s it, 

GRAPHICS 65% 

Glossy pipe effects and some 
neat parallax scrolling. 

SOUND50% 

Funky title music and squirty 
sound effects. 

HOOKABIUTY 56% 

Just enough to get you into the 
first level. 

LASTABILITY 39% 

Not enough variety to keep you 
playing for tong. 

OVERALL 56% 

One of those games you bring 
out on a rainy day - and then put 
away again. 


ickey doesn’t like stay¬ 
ing in and watching 
Blue Peter. He hasn’t 
got enough bottle tops to make an 
inter-galactic space racer, so he’s 


The Amiga ver¬ 
sion made me 
laugh a lot so I 
was looking for¬ 
ward to a really 
hilarious time. I wasn’t disap¬ 
pointed either — surprised- 
looking stickmen, graphically 
crippled buddhas and what 
looks like an underground 
family of mutating moles - 
really funny. Then I realised 
this wasn’t supposed to be a 
comedy show but a deadly 
serious (well, sort of) game. 
Er... well, what can I say? I 
didn’t want to play for very 
long - there’s little chance of 
varying your punching move¬ 
ments and not much more 
motivation to progress. If I’d 
paid £1.99 for this, even taking 
into consideration the 
interesting soundtrack, I’d be 
pretty upset. I’d much rather 
spend it on a half of cider, a 
cheese sandwich and a 
doughnut. 


W ell, howdy JR! How ar< 
things going down a 
your the litt’l ol’ oi 
refinery?’ 

‘Well Lula Mae, we’ve just go 
ourselves a fine new anti-terroris 
device. Daddy sure woulda beer 
proud of me. Yep, it’s called £ 
Scorpion battle machine. We’re 
puttin’ it through some might} 
tough tests right now. It’s tryin ’ tc 
stop a simulated refinery sabotage 


It’s hard to believe that the same team who brought 
you Great Giana Sisters could bring you this. If you’re 
looking for a game with oodles of playability and 
some halfway decent graphics, this definitely isn’t it 
- not unless you call turnip-headed hoods and 
gangmen in green jogging suits state-of-the-art thugs. The con- 
trol method is especially designed to give you as little manoeuv¬ 
rability as possible - it’s a bit like trying to swim the English 
channel in a radiation suit or walking with a rubber band tied 
round your legs. Painful? Yes. Original? No. 


by moving along a network of 
pipelines, avoidin’ movin’ obsta¬ 
cles and shootin’ all the bomb 
layers. Not only that, it’s also pic- 
kin ’ up the bombs and once it’s 
collected them all up on one layer 
it just moves right on down to the 
next.. . Absolutely wonderful, 
honey.’ 

‘Just like you, tweety-pie 
(QUICK PAN TO FIREPLACE . . .) 


▲ The game that would have been better with a sting in its tail 
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BUDGET TEST 



ver thought motor racing was 
a pretty pointless sport? 
Well, motor races don’t 
come much more pointless than 
this one - just drive to the end of a 
course, turn around and drive 
back. But, (and this but is about as 
big as that of the fat Houghton) this 
is an illegal, no holds barred race 
through country which will test the 
mettle of the drivers and the metal 
in their chassis. 


Your progress in the race is 
viewed from above, and the joys¬ 
tick controls steering and acceler¬ 
ation in forward and reverse gears. 
You start the game with $10,000 
to use for buying extra weapons 
and equipment, fuel and repairs at 
shops and garages on the way. 
When, or if, you finish the race 
prize money is awarded, allowing 
you to turn your car into an 
unstoppable race machine. 



▲ Well - Paul liked it - but then, he always was a sucker for overhead 
vertically scrolling Spy Hunter variants 



While Paul raved about this game, there I was 
struggling on a small screen area packed with obs¬ 
tacles hampering progress because you have to 
drive ve-e-e-r-r-ry slo-o-wly between them. HI 
admit that I did enjoy the Dukes of Hazzard style river 
leaping, and the extra equipment certainly adds to the fun. The 
graphics and sound are very nice too, and if you can get used to 
the control method (which is quite easy after a bit of practice) 
there’s a good bit of fun to be had from Fifth Gear. 


Although this 
game looks like 
V ^ Spy Hunter, it has 
more of the app¬ 
eal of Steer And 
Go (anyone remember that?), 
but with blasting too! Leaping 
over rivers, torching cars, 
trucks, trees, helicopters and 
even trains is enormous fun. It 
demands quite a bit of skill too, 
because the number of obsta¬ 
cles in the small play area pre¬ 
vents you from driving too fast 
until you’ve mastered the con¬ 
trol method and know what to 
expect from the road ahead. 
All that only takes a few 
games, though, and after that I 
was really hooked. In fact, it 
would be almost true to say 
that this game drove me to dis¬ 
traction (who says Tarbuck’s 
old hat?). 



PSI-DROID 

Zeppelin Games, £2.99 cassette 


L et’s hope you’ve been keep¬ 
ing to your service schedule 
because this little droid is 
about to hit big. The large cargo 
craft, Dreg naught Nine, is on 
course for earth - and unless you 
manage to collect all the pieces of 
the pulsebomb you stupidly lost 
on transportation to the ship, earth 



Well - I’m not 
going to say that 
this is the most 
original game the 
world has ever 
produced (I’d be lying, 
wouldn’t I?) but I have to admit 
it’s quite good fun while it 
lasts. The graphics are slick 
and the bouncing control 
method isn’t accompanied by 
the same sort of frustration 
that’s been known to spoil so 
many games. The bonus level 
certainly helps to break the 
whole thing up and the envi¬ 
ronment is large enough to 
keep you exploring for some 
time. Question is, would you 
want to keep playing that long. 
Haven’t we seen all this some¬ 
where before? 


(including you) has had it. Aaah! 

For reasons best known only to 
your programmers, you haven’t 
got ordinary wheels - instead you 
bounce about on the ship’s inner 
platforms like a rubber ball. Pods 
and energy power packs improve 
your equipment and at intervals 
you can improve your power by 
entering a bonus game - a sort of 
variation on Space Invaders (you 
shoot descending poles instead of 
ships). Your mainstay weapon is a 
laser gun. So use it. 



Hmmm, I thought, when I looked at the packaging. 
When I started playing I thought ‘hmmm’ again. OK, 
so it’s not very profound but what do you expect me 
to say when there’s hardly anything unusual about 
the game? Psi-Droid is a competent shot and collect 
’em up pretty much in the style of l-Xera released a few months 
back. It’s all pretty well presented but there’s just nothing to 
inspire you to get any further into the game. If bland and repetitive 
gameplay is all you want from your budget game, go out and get 
this at once. Everyone else would do well to waste a few grey 
cells thinking about it first. 


▲ Hi, Xera! What do you mean, your 
name’s not Xera? Oh, it’s Psi! 
Sorry 



PRESENTATION 54% 

Generally slick, but nothing to 
write home about. 

GRAPHICS 61% 

Smart silver piping and neat dis¬ 
appearing floors. 

SOUND 53% 

Bland and uninteresting front 
end tune plus spot effects. 

HOOKABILITY 63% 

You want to see how big the net¬ 
work is, don’t you? 

LASTABILITY 52% 

Once you’ve seen it though, you 
probably won’t be burning to 
play again. 

OVERALL 60% 

Nothing outstanding - see if it 
grabs you first. 


44 ZZAP! Christmas Special 1988 

















































































S omewhere, in the far-off 
reaches of space, trouble is 
brewing. Alien hordes are 
arming themselves and blasting 
anything that approaches their 
station. It’s up to you to put a stop 
to them. After all, you are the 
Slayer, the vigilante of the space- 
ways. 


m fa i m m aalfilfll 


A Eat laser death, alien scumbags! 


m . ww muve in me strangest social circles, you know 

To stop the aliens from carrying 
on in their nasty habits, you must 
fight your way to the centre of their 
system, destroying everything that 
gets in your way. If you find that 
continued blasting at an object 
fails to kill it, then may we advise 
you to avoid it instead. If you get 
fed up of your on board laser, then 
why not pick up one of the aliens’ 
systems and use those instead? 

Such items include extra-fast las¬ 
ers, up and down guns and circling 
drones. Also along the way are 


I Th ' s ,s actua,| y quite similar to Thalamus’ Armalyte, 
f ? nd as such lt ’ s extrem ©ly playable. The collision 

f detection is quite generous on the landscape, so 

that when things get tight, you don’t always have to 
worry about being pixel perfect. The gameplay is 
where Slayer comes into its own, though: being armed with a full 
array of rotating add-ons and multi-directional missiles is a qreat 
feeling! (Right on, brother). The only fault I found with it was the 
excessive toughness of killing the first end-of-level alien - but 

your pernf ® ame more t * lan ma kes up for this. Miss Slayer at 


J.: j 2 


--- 


items that may cause the aliens to 
shout, ‘No! Don’t touch that! 
That’s . . . AARGH!’ just before 
they are blown to bits when you 
pick up the smart bomb. At the end 


of each section stands a guard 
droid, which takes a severe blast¬ 
ing before it relents and allows you 
to pass on to the next stage. 

And if you think that’s all there is 
to, it, you’re in for a nasty surprise 
- ’cos these aliens are tough! 


First we had Salamander, then Katakis (shhh! not 
allowed to mention that!) and now we’ve got Slayer 
- the best budget right-to-left scroller this year! 
Although it doesn’t match the high standards of 
those full-price giants, it’s a great pocket money 
game - one that you’ll pick up next year and play again. It reminds 
me most of that other Hewson shoot ’em up, Zynaps in design 
and pipy - but where Zynaps was a bit too hard and frustrating, 
the balance of difficulty and progress here is just right. Well worf 
d ^ I was a gorblimey Cockney and not a four-leq- 
ged Dutchman in a penguin suit). 


A It’s good ’n’ tough and you’ve gotta be rough to get... er ... 
some stuff (crap captions Inc) 


I always thought 
that shoot ’em up 
games of this 
type were the 
sole property of 
the full price market - I never 
thought I’d see a game like 
Slayer at this price. The 
graphics are suitably metallic 
looking and suit the blasting 
action quite well -1 particularly 
liked the snakey thing and the 
pick-up icons. The sound is 
pretty much up to the standard 
of a ten quid game and the 
presentation is - well, it’s all 
right What really makes this 
follow in the footsteps of 
games like Armalyte (though it 
never quite reaches the same 
frenetic standards) is the 
gameplay: lots of blasting and 
dodging put together bril¬ 
liantly. Don’t miss it, because 
it’s one of the budget shoot 
’em ups of the year. 


PRESENTATION 60% 

Two-player option, neat screen 
layout and that’s about it - who 
needs anything else with 
gameplay this good? 

GRAPHICS 80% 

Very well designed alien land¬ 
scapes and some brilliant 
snakes - even if they aren’t orig- 
inal. 

SOUND 75% 

A decent intro tune and some 
impressive in-game effects - 
unusual for a budget game. 

HOOKABILITY 90% 

Instantly addictive once you’ve 
begun to pick up all those 
weapons. 

LASTABILITY 78% 

The first level is a tough one to 
crack, but once you do, there’s 
no stopping you having more 
goes. 

OVERALL 90% 

A brilliant budget version of the 
best of recent full-price shoot 
’em ups. 


SLAYER 

Rack-lt, £2.99 cassette 
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BUDGET TEST 


PULSE WARRIOR 


Mastertronic, £1.99 cassette 


A s if life wasn’t hard enough 
in space, what with zero- 
gravity toilets and all, 
there’s always some alien life form 
or other wanting to invade your 
orbiting energy collection station. 
Today it’s your turn to repel the 
alien boarders, but not having any 
weapons on board, you’ve had to 
| put some extra shielding on an old 
| Hull-Crawler and use it to bounce 
, Hnear energy pulses into the 
enemy spacecraft. 

Single pulses are too weak for 


If you were just to 
lift this off the 
software shelf 
and look at the 
screenshots on 
the packaging, you’d probably 
think this was a Star Force- 
style shoot ’em up. The sur¬ 
prise is it’s quite an addictive 
puzzle game, with a fair wodge 
of enjoyment - and frustration 
-guaranteed. It took af while to 
fill in for the inadequacies of 
the instructions, but after a 
few minutes play I soon got the 
hang of the game and after 
that I was loath to leave it. Well 
worth a look. 


this so the crawler must first 
bounce them into a lens where 
they are focussed then shot out 
again as one large pulse. This 
rebounds around the surface until 
you can manoeuvre it into a hole in 
the deck where the aliens appear. 
Once this is done you can move on 
to the next section of the station. 





▲ This is odd - really odd - no really really odd. Good, though 


My initial bemusement with this game almost had 
me writing a condemning review, but it only took a 
short time at the joystick to make me realise that 
Pulse Warrior isn’t a bad little game at all. The 
graphics are good, the music and sound effects are 
good and the gameplay is ... very good. A space setting like this 
for a puzzle game is pretty unusual and that in itself makes the 
game a bit more interesting to play. My only worry is that there 
isn’t an awful lot of variation in the game beyond the differing 
deck plans. Still, at the price you can’t really go wrong with this 
little number - check it out. 


PRESENTATION 50% 

Options only extend to joystick j 
or keyboard control and instruc¬ 
tions could be clearer. 

GRAPHICS 71% 

Smart bas-relief station decks. 

SOUND 73% 

Good electro-rock soundtrack 
with a few spacey sound effects. 

HOOKABILITY 78% 

Once you’ve worked out what 
you’re supposed to be doing 
play becomes quite compulsive. 

LASTABILITY 73% 

Lots of deck plans, but no major 
gameplay variations. 

OVERALL 78% 

A novel and compelling puzzle 
game. _ 


HOPPER COPPER 

Silverbird, £1.99 


C or! There are some really 
mean baddies running 
amok down in Groove 
Town - and some pretty thick 
policemen as well, by the looks of 



Well, I reckon 
they’ve definitely 
been running out 
of ideas down at 
Prune Software 
headquarters: I mean, a 
policeman on an astro hopper! 
They must really have been 
scraping the barrel when they 
came up with that. Not that I’m 
averse to totally silly scenarios 
(the more the merrier, I say) - 
but it usually helps if there’s a 
game to match. I must have 
spent ten minutes hopping 
around scouring the land¬ 
scape, getting into Groove, 
before anything remotely 
exciting happened. The mes¬ 
sages at the bottom of the 
screen may suggest deep and 
meaningful things to little 
green men from Mars but they 
certainly didn’t help me. If you 
see this lurking innocently on 
a shelf, ask it politely to hop 
off. 






’Elio, ’ello, looks like we’ve got a bit of a turkey here 
- and not one you’ll be carving up on your dinner 
table either. Whatever you do, don’t ask your 
Grandma to get you a copy of this for your stocking 
because you sure won’t be playing it for long. 
There’s nothing wrong with the presentation as such but when it 
comes to manoeuvring your hopper and jumping on the baddies 
- watching the needles fall off the Christmas tree would probably 
bring you about the same amount of fun. Unless it’s the only 
alternative to being gagged, bound and thrown out of the win¬ 
dow, give this one a miss. _ 


PRESENTATION 51% 

Cute front end animation and 
option to switch the sound off. 

GRAPHICS 57% 

Samey multi-coloured street 
scenes, nicely animated sprites. 

SOUND 61% 

Bouncy (!) Starsky and Hutch- 
style music which is best 
switched off. 

HOOKABILITY 45% 

Well, it looks quite good, so you 
might as well have a go ... 
LASTABILITY 21% 

... but once you’ve played it 
you won’t want to play it again. 
Budding policemen (and 
everyone else) steer clear. 


things. Four armed and dangerous 
criminals have stolen the entire 
fleet of police cars and the only PC 
left on the beat is you. You really 
have been caught on the hop this 
time - the only remaining form of 
transport available to you is a 
child’s astro hopper. Cool or 
what? 

Well OK, so maybe it’s not the 
latest in street accessories but it 
does come in pretty useful for 
squashing villains. As you bound 
about the streets minding every¬ 
body else’s business you’ll find a 
message at the bottom of the 
screen giving the location of the 
nearest crime. Hop along there, 
Cassidy, and you could be well on 
your way to getting more points 
than you ever dreamed of. 


▼ Hopper Copper, show stopper, arrests an innocent shopper and 
pulls his chopper out 
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CHEAP SKATE 


Silverbird, £1.99 


I t’s obvious really. You’re the 
new kid in town, so all you want 
to do is make loads and loadsa 
friends. It’s a pretty good job then, 
that your best friend, for the 



I’m not the 
world’s greatest 
skateboarding 
fan (all the boards 
I ever had just 
snapped) and I’ve never been 
very good at getting the hang 
of skateboarding sims, but this 
one was just about easy 
enough - even for me. You 
don’t have to spend ages 
working out the control 
method or trying to execute 
that perfect back flip - just 
grab hold of the joystick and 
get stuck in. I’m not sure about 
the lastability though. It’s hard 
to see exactly what’s ahead so 
you really need to have 
memorised the course. That’s 
OK for the first four gos but 
maybe not the fifth or sixth ... 


moment, is a skateboard. You may 
look like a nerd most of the time, 
but when you get on that groovy 
piece of wood you start to look like 
a nerd with some power. 

Anyway, your spots can’t be 
that bad because the leader of the 
local ‘boarding’ gang has offered 
to give you a membership test. All 
you have to do is cope with fire¬ 
balls, rolling spheres and head- 
height bars. 

Got that? So hit the streets! 



▲ Skating fun for only a few pennies, 
readers! 




Right! Let’s get straight down to the nitty gritty. Do 
you want a proper skateboard sim with plenty of 
complicated manoeuvres and incredibly complex 
jumping opportunities, or not? If you do, get yourself 
a copy of Code Masters’ Pro Skateboard Sim 
because that’s a lot more like the real thing. On the other hand, 
if you just want to muck about or can’t think of a present to give 
your brother (what do you mean you’re not giving him anything?) 
give this a go. I’m not saying it’s as easy as falling off a log but 
who ever said that games had to be easy to be fun? Anyway, what 
else are you going to be doing on those long and boring winter 
nights? On second thoughts, don’t answer that. 


PRESENTATION 57% 

Smart loading screen and 
detailed info panel but that’s 
about it. 

GRAPHICS 64% 

Interesting scrolling angle, clear 
and detailed sprites. 

SOUND 65% 

A tune to go skateboarding to. 

HOOKABILITY 64% 

Lively enough to grab you 
straight away. 

LASTABILITY 59% 

Memorising the levels might get 
slightly tedious. 

OVERALL 64% 

A cheap skate for all the family - 
and you don’t have to be an 
expert. 


PRO SKATEBOARD SIMULATOR 


Code Masters, £1.99 cassette 


A fter years of skating about, 
sending pedestrians run¬ 
ning for cover and learning 
all the words in Dr Evans’ Dictio¬ 
nary of Totally Radical Slang, 
you’re finally a professional 
skateboarder. 

Your job requires you to leap 
and skate around scrolling 3D 
skateboard parks, collecting lots 
of flags which are making the 
place generally untidy. Time, of 
course, is of the essence, and if 
you don’t clear up the flags pretty 
damn quick, you have to go right 
back to the beginning of the 



This game and Pro Ski Simulator certainly represent 
a marked improvement over some of the other 
ropey Simulator titles. Both sections of Pro 
Skateboard Simulator are very well presented 
graphically but I’m a little dubious about the game’s 
lastability. It’s really difficult to beat the second level’s time limit, 
and if the parks after that are even more demanding, then either 
I’m missing something or they have to be nigh on impossible. 


course and start again. 

. If you do finish, play progresses 
to a vertically-scrolling cross- 


▼ Another simulator? Leave it out, darling ... Still, this ain’t half bad 





As Code 

Masters’ 
Simulators go, 
this has to be one 
of the best. For a 
start it has GEORDIES OK writ¬ 
ten in the highscore table! The 
game is really well presented 
otherwise, with loads of player 
options and even a hidden 
game (though I couldn’t actu¬ 
ally get it to work). The main 
game is just as good, with two 
very playable sections, the 
first of which resembles 
Atari’s 720°. Play is a little 
difficult on the later levels, but 
I didn’t find the enjoyment 
wearing off for quite a while. 
Well worth two quid. 


country race, in which you have to 
skate around trees, between 
buildings and over bridges. Again, 
you have a set space of time to 
skate the course and collect pairs 
of flags arranged as gates. Beat 
this and it’s on to the next of the 
seven levels. 


PRESENTATION 86% 

Lots of options to change 
number of players, lives, joys¬ 
ticks and the ability to restart on 
the last level reached. 

GRAPHICS 75% 

Both sections feature good 
sprites and backdrops and 
smooth scrolling. 

SOUND 71% 

Funky tunes play throughout. 

HOOKABILITY 79% 

Excellent presentation makes 
the action easy to get into. 

LASTABILITY 70% 

Seven levels, but high difficulty 
level makes any progress 
beyond the second rather frus¬ 
trating. 

OVERALL 79% 

One of Code Masters’ best 
Simulators yet, but probably 
more suited to the more 
accomplished games-player. 
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Ultima V is Available Now 


From Lord British, one of fantasy gaming's 
nost imaginative authors, comes Ultima V, 
atest in the award-winning Ultima saga. More 
han four man-years in the making, a labyrinth 
)f mystery and intrigue. Ultima V: Warriors of 
destiny will be your greatest challenge! 

The fantastic discovery of the new under¬ 
world entices Lord British from Britannia to 
explore the vast reaches of the unknown. 
Mysteriously, all contact with the good king and 
ais companions is lost. In Britannia, fear turns to 
panic when the group's sole survivor returns with 
Jreaded tales of the expeditions fate. 


In a desperate call to arms you are 
summoned back to Britannia todiscover the fate 
of Lord British and to defeat the self-righteous 
tyranny that is founded in misguided virtues. 

Available now for C64/128, Disk £24.95. 


irigin, MicroProse, 2 Market Place, Tetbury, Qlos, GL8 8DA. Tel: 0666 54526 


TJOarriors of Jub ^ttavj 
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Season’s .... er, pardon me, my ear is full of milk. Ah, that’s 
better. Now then, as I was saying, season’s greetings, my 
cheating chums, and welcome to the Christmas 15 page fat-git 
edition of PG’s Tips. 

You’ll notice that by popular demand I’ve started to include a 
few Amiga tips this month, and in an outrageous feat of 
favouritism I’ve awarded pride of place to our map of the game 
that can do no wrong, Rainbird’s Starglider 2, which was drawn 
by a certain Mr Matthew P Evans (dunno who he is) and my very 
good self (don’t know who he is either). You may be interested to 
know that the maps were drawn on the office Amiga using Deluxe 
Paint and Photon Paint and we reckon the results are pretty 
good. But then we’re inclined to be just a teensy bit biased in that 


respect so I’d be interested to hear what you think of them (an 
indeed about the inclusion of Amiga tips). 

Also running this month we have a map and some handy hints 
for that brilliant Lucasfiim arcade adventure Maniac Mansion, 
along with maps and tips for Vindicator, Hawkeye and Knight Tyme. 
All this and much, much more... 

Oh by the way, l have to say hello to a couple of people. First, 
Happy Birthday and big kisses to the lovely Yvonne who slaves 
away down in Art. Next it’s hello to Jason B, who I just missed 
talking to at the PC Show, the Iceni Software boys and everyone 
else 1 didn’t miss talking to at the PC Show (there were a lot of 
you). Gripes, what is this, the Compunet page? On with the tips!! 


TV-spir 
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Software© 1988Accolade, Inc. All rights t 
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\rcade style, split-screen boxing game. 


' Mkdbore choices and control than 
any other team basketball 
game. Superb graphics 3D animation, 
three-on-three team play and Ml 

court action. 

Individual talents and strengths 
for each player, and a host of plays 
and shots for you. Design your own 
plays with the exclusive 'Playmaker 
feature. 


Inc. All screenshots taken from C64, except Rack 'Em (IBM PC compatible). 







































7 He most realistic computer tennis game 
ever. Full tennis court 3D view, great 
graphics, and three levels of difficulty. 
Choice of grass, day or hard court surface. 
Complete array of top-spin, slice, smash, lob, 
volley, forehand and backhand strokes. 


7 — THewlZoiAD* X 

**22* * ! ***» li« thea 1 

l&JS&X&Z J 


ball, pocket, atm and shot power. Customise the 
game to your own house rules. Design your own 
trick shots and save the best to memory. 
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‘Pro Soccer’s 




R ' C lour soccer 9 arn |f et soccer 
There s lour Soccer , Street ^ 

Soccer, ° an d S° cc ® r ® sit ups, 
fouling ai'o ® penalties, P^fJ) - Superb 

J £#-:• L 

9ame eve " 

S 9 ou.o”«^a«ac»o^P 

Absolutely 


Brilliant'-’ 
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INDOOR SOCCER! 

SOCCER SKILLS 


STREET SOCCER 


I —J5 Will 

£ 9 00 COMMODORE C64 /n 

y TAPP (0/SK 14.99) 
y TAPP (DISK 14.99) 

£ 8 99 SPECTR u m . _ 1 

* we (+3 DISK 12.99) 


19 .99 am 'ga 
19.99 ATARI st 
19.99 PC AND COMPATIBLES 




^JJsTRAOS CRE code MASTER s SOFTWARE CO LTD., PO BOX 6, LEAMINGTON SPA CV33 OSH 
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NIRVANA 


KNIGHT TYME (MAD) 


After the recent release of this 
budget binary bon-bon I was 
flooded with letters from eager 
tipsters hoping to nab the free 
software with their solutions. 
Well, sorry guys, no software, 
but if it’s any consolation, here 
are your names - Marc Holland of 
Eastbourne, Steven Lonsdale of 
Sheffield, Matthew Upton of 
Elmley Castle and Julian Neale of 
Sutton. Right, now here’s the 
solution - and try to resist the 
temptation to use it if you think 
it’ll spoil your enjoyment of the 
game! 

Start off by unwearing and 
dropping both the cloak of 
invisibility and the shield in the 
same place. Now go to the 
bridge and take the Mctablet 
food from Sarah to stop you 
running out of energy. Get the 
film from Gordon (what, Him?) 
then go to the Recreation Room 
and give the film and the camera 
to Klink, commanding him to 
help. He will then take a 
photograph of you, which you 
should then take to Derby IV in 
the Transputer Room. 
Command him to help and he 
will drop a blank ID card. That’s 
not much good on its own so 
find S3E3 and take the pot of 
glue from him. You’ll then have 
an accident which should result 
in the photo becoming stuck to 
the blank ID, making it a valid ID. 
Now wear that. 

Your next task is to get the gas 
mask and the advert from 
Sharon. For this you will need to 
take the chocolate heart from 
Derby IV and give it to her. Oh, 
you can also command her to 
help and get a very valuable 
clue. Go back to the shield and 
the cloak and drop the gas mask 
with them. 

Now drop the advert in front 
of the airlock and use it to jump 
up and get the starmap and the 
pewter tankard, both of which 
you should give to Gordon or he 
won’t be able to fly the ship. Now 
send the ship to Starbase 1 and 
on arrival, command Gordon to 
help and he will fix the 
transporter (if he is too tired, 
command him to sleep and then 
wait a while and command him 
to help again). 

Taking the advert with you, 
beam down to the planet’s 
surface at location XI, Y2, Z3. 
Give the glue to Hector and keep 
moving right until you get to the 
end, then use the advert to get 
the boots. . _ 

Beam back up to the ship (XO, 
YO, ZO) and drop the boots with 
the cloak, the shield and the gas 
mask, refuel the ship (it’s a good 
idea to try this at every planet), 
then fly to Monopole. When you 
arrive, wear the cloak and the 
gas mask and beam down to XI, 
Y8, Z4. 

Go towards the right and pick 
up the first piece of the sundial. 
Now find Hooper and take the 
magic talisman and the piece of 


KNIGHT 

TYME 


sundial from him and beam back 
up (the same co-ordinates as 
before). . , . 

Unwear the mask and cloak 
and drop them where they were 
before, then wear the talisman. 

Drop the pieces of the sundial 
in a heap and fly to Retreat, 
where you should once again 
wear the cloak, boots and 
gasmask and beam down to X8, 
Y4, Z1. Find the barrier, check 
you are wearing the talisman 
and cast the ‘Remove Barriers’ 
spell. The last piece of sundial is 


with Murphy and once you have 
it, drop the talisman and beam 
back to the ship. Drop the 
sundial fragment with the others 
and then unwear everything you 
don’t need. Cast the ‘Lightning 
Bolt’ spell at the pieces of 
sundial to fuse them together, 
forming the Golden Sundial of 
Alpha. Take the sundial and fly 
to Outpost. 

Wear the boots, cloak and gas 
mask and beam down to 
location X8, Y9, Z6 and move to 
the right. When you hear the 


voice make sure you have the 
sundial - ON NO ACCOUNT 
SHOULD YOU BE WEARING IT! 
Keep moving until you find the 
Guardians of Tyme who will give 
you a message. Beam back to , 
the ship and fly to the black hole 
at Gangrole. Move to the far 
right of the ship and you should 
find a broken time machine has 
appeared. Fix it by casting 
‘Lightning Bolt’ at it, make sure 
you are at the black hole and 
launch the time machine to 
finish the game ... Phew! 
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LIVES 

65 * 

LEVEL 

’81 

*m T s 

636886 

SCORE^ 

804176 




LIVES 
81 + 
LEVEL 


LEVEL 

*83 

‘Mb' 


SCORE 

812658 


Programmed In 


A stunning direct conversion of the coin-op which follows the thrilling action of the movie. 
Three great levels of gameplay. . . 

In the first level you are Princess Leia on her Speederbiker rushing through the forest of Endor. 
Level Two sees you controlling Chewbacca’s Scout Walker. 

On level Three you are Chewbacca and Lando flying the Millennium Falcon. 

Fight off T.I.E. Fighters, survive the lethal tube, 
blast the reactor and turnaround from 
the exploding Death Star. 


May the Force be with you 


* Cassette 

Spectrum £9.95 

Commodore £9.95 

Amstrad * £9.95 

Amiga ‘ 

Atari ST 


Disk 
£14.95 
£12.95 
£14.95 
£1*1.95 4 

£19.95 


* W 

■.MW* 


RETURN 
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BEYOND FIREFLY MEGA-MUZIK 

cones 6rS t0 96t thS tUnes of your choice shaking those speaker 

fi w the , ?d?!9 P ro 9 ram ar| d save it to tape or disk for 

!o^i* e *k Se " ^ 0W,n one of the games listed below then 
mw* ^ he w C K 0mpUter a ” d L0AD the hack program back in and 
* prompted type in the X and Y values which 
cf in- f L d t ° J yo V r game ’ Passing RETURN after each, then 

thrcomnirto? d v e ax as y0Ur favourite music floods forth from 
the computer. You can even speed it up or slow it down bv 

mCkk? is pSng 56501 ’ ^ nUmber between 0 and 255) while the 






10 REM FIREFLY MEGA-MUSIK ROUTINE V2 
15 FOR A=832 TO 856: READ B: POKE A, B: NEXT A 
20 FOR C=4608 TO 4655: READ D: POKE C 6- 
E=E+D 
25 NEXT C 

30 IF E<>4396 THEN PRINT ‘ERROR’: STOP 

40 INPUT “ENTER X VALUE ”;X / 

41 INPUT “ENTER Y VALUE ”;Y 

42 POKE 4649,X: POKE 4650,Y 

43 SYS 4608 

44 END 
100 DATA 

162,0,160,200,200,165,253,160,250,200,208,252,2 

32,142, 133,208,142,32 

105 DATA 208,224,12,208,235,96,0 

110 DATA 

120,169,15,141,24,212,169,18,141,20,3,169,18 141 

,21,3,88,96,169,53,133 

115 DATA 

1,32,40,18,169,55,133,1,169,75,141,181,220,169 5 

9,76,49, 234,0,32,4,226 

120 DATA 32,69,3,69,3,96,189 


GAME 

THING ON A SPRING 
USAGI YOJIMBO 
SANXION (LOADING MUSIC) 
SANXION (IN GAME) 

RISK 

MONTY ON THE RUN 

AUF WIEDERSEHEN MONTY 

MISSION AD 

HUNTER PATROL 

FRANKIE GOES TO HOLLYWOOD 

STAR WARS 

QUEDEX 

BOMBJACK 



18 

192 

4 

226 

9' 

240 

16 

192 

81 

195 

18 

.128 

15 

228 

1 

64 

9 

160 

71 

103 

50 

245 

8. 

65 

72 

116 


IGHOSTBUSTERS 

Paul Woodhouse of Victoria in 
Australia found that the tip 
printed for this game in the 
October issue didn’t work on his 
version of the game and so he 
suggests the following method 
for amassing loadsamoney with 
norralorra effort. Load the 
game, let the theme tune play 
through and sing along if you 
like, then when the dog starts 
howling, press the fire button to 


(Ricochet) 


start. Now, when the computer 
asks you to enter your name, 
type Parker Ray and enter your 
account number as 4444. Now 
watch in awe as the computer 
tells you that you have $920,000 
to spend on as many traps as 
you like and then send out for a 
really big pizza afterwards (am I 
right Gordo? You’re right, Paul- 
Gordo.) 


CHALLENGE OF THEGOBOTS 
(Ariolasoft) 


A canny cheat mode for this 
piece of naff Crowtherdom 
came to me from Solihull’s own 
Stewart McCombie. LOAD in the 
game and press fire on the score 
screen. The credit screen will 
then appear and you should now 
press the F3 key to call up a 
game menu, which allows you to 
change six game factors with a 
prod of the right CRSR key. Hit 


RETURN to start on a 
nated game. 

.mcrT5 6^g^rtV. p 


rejuve- 


RYGAR 
(US Gold) 


A certain Fred Flintstone of the 
Delta Force has a quick POKE 
I for US Gold’s rubbish arcade 
conversion. Load the game and 
reset the computer so that you 
! can type POKE 9551,165 (RE¬ 
TURN) for unlimited lives, and 
POKE 4050,77 (RETURN) and 
POKE 4055,77 (RETURN) to 
arrest the timer. When you’ve 
finished flexing your fingers, 
enter SYS 2325 (RETURN) to 
restart the action. 


KETTLE 
(Alligata) 

John ‘Oh No Not You Again’ 
Clarke, our 4th & Inches 

challenger of some months ago, 
has deigned to write in with this 
weird tip for this weird Crowther 
game. Like many of his other 
games, Kettle has a secret 
weirdness mode which is 
activated thus. When the game 
loads, move your selection 
pointer over the word RATT 
which is just beneath KETTLE. 
Now press fire and, 
appropriately enough, your 
pointer becomes a rat (that’s 
one t). Oh, the fun and frolics you 
can have with your rat, but once 
you’ve finished, try positioning 
it over one of the letters in the 
word KETTLE and press fire 
again. Now watch the sparks fly! 
Well, very small sparks, maybe. 

HAWKEYE 

(Thalamus) 

Here’s a quick and easy cheat 
mode for this fab Gold Medal 
winning blast from the Boys 
Without Brains. The cheat 
comes from Erik Baeten of Venlo 
in Holland, and only entails 
LOADing the game up as normal 
and typing the word 
‘VALSSPELER’ on the opening 
screen. The Thalamus logos will 
flash indicating that infinite lives 
are now yours. 



BOOTY 

(Firebird) 


Hunter, a tipster of mystery from 
Northallerton (where I once 
knew a girl who ‘didn’t really 
know’) has sent in a cheat mode 
for this Telecomsoft crumbly 
which requires the hapless 
player to hold down the keys K, 
E, V, I and N on the title screen. 
Do this and ‘BOOMSHANKA’ (to 
use Hunter’s word), a message 
will appear saying ‘The cheat 
mode is operational’ (or words 
to that effect). 


CHAMPIONSHIP 
SPRINT 
(Electric 
Dreams) 

AAWWW! What an awwwful 
game this is. Paul and Andrew 
Nettleton obviously liked it 
though, as they’ve designed a 
few courses of their own and 
sent in the alphabetic codes for 
six of them. And they are ... 
bsdsfkssshbssshksssi 
aabdfbenciligaakciaa 
bfbfakpnpfagggrakiki 
bcdcfgabfglcjjhkccci 
bdfbfgbniggggagkikci 
beefargglfggglikikia 

BAZOOKA BILL 
(Ricochet) 

This is a pretty awful variation 
on the Green Beret theme that I 
wouldn’t wish on anyone, but for 
those lucky few who are able to 
laugh at adversity, here is a mad 
’n’ wacky tip from a person of 
Scottish persuasion who goes 
by the name of Derek McKenzie. 
According to Derek, all you have 
to do is leave the auto-fire on 
your joystick switched on for 
50% more health and a longer 
game. Those of you without 
auto-fire joysticks should there¬ 
fore count yourself lucky. 
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ent tale from ancient China ... birthplace of martial arts discipline*. A* Lee Wrap yon 

tyn Ken Ohby overcoming flying Ninja teamors, awesome dragons and aCTobatocSmnovn 

Ineedall your martial aits training and skill with the spear, chains and sickle to seek 
furious and bloody battle with the scourge of the Orient. 

64128 £9.99t £14.99d • Atari ST £19.99d • Spectrum 48.128K £8.99t £12.99d 
Amiga £24.99d • (Tiger Road £19.99) • Amstrad CPC £9.99t £14.99d 
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GIANTS Of THE VIDEO GAMES INDUSTRY 


Screen shots from various systems. 














NEW FROM 


■TRILOGIC 


NEW - AMIGA AUDIO DIGITISER 



Superb performance, with adiustable sensitivity, and overload LED indicator. 

Supplied with connecting lead to personal stereos, radios, etc. Works with 
all existing commercial software, e g Prosound, Audiomaster, Datel Prosampler etc. 

- ONLY £24 99 

£2.98 EXTRA. 


A500 DIGITISER, LEADS & INSTRUCTIONS 

NB GENDER CHANGER REQUIRED FOR A1000 


UrJIjmiJIld 


' USE YOUR C64 PRINTER WITH THE 

All Printlinks enable you to use your CBM Serial jiri^r e g. MPS801 with AMIGA 

most home computers, e.g. AMICA, ATARI, IBM PC/AT/XT etc. 

All make use ol your redundant COMMODORE « and 

interface and consist of an interface cartridge with integral software. 

parallel to cbm serial printer 

Use Printlink 1 with most computers and one CBM Serial Printer. _ 

• Paraiipl innut - connect to t he computer printer port. ONI Y 

• CBM Serial Output for Te xt Use on Commodore Serial Printers. _ — ^ ^ 

• fink Printer Buffer - fre es computer while documents are printed. - £34.99 

» Printer Buffer Commands — Pause, Repeat & Terminate etc 



We have leads to connect all AMIGAS to your TV or colour monitor provided it 
has an RGB input socket. All leads give a much clearer picture than using the 
AMIGA MODULATOR, permit ALL 4096 cotours to be displayed and include the 
audio lead (to give ster eo with stereo tv's). ____ 

ORDER AL 1 FOR TV’s WITH 21 PIN EURO (SCART) SOCKET 

FITS PHILIPS, FIDELITY, SONY, GRUNDIG, NORMENEDE, ETC. ONLY £9.99 


ORDER AL 2 FOR FERGUSON TV’s WITH 7 OR 8 PIN 
DIN SOCKET. MODELS MC01 & MC05, ETC. 


ONLY £9 99 


ORDER AL 4 FOR HITACHI & GRANADA TV’s WITH 7 PIN DIN SOCKET 
MODELS CPT1444, ETC. ONLY £9.99 


SORRY. LEADS 
ARE NOT 
AVAILABLE FOR 
THE FOLLOWING 
MAKES: 
MICROVITEC. 

AKAI, SEISHOS 
PHILIPS CF1114 
WITH 5 or 6 PIN 
TTL RGB SOCKETS. 

LEADS ALSO 
AVAILABLE FOR 
ATARI ST RANGE. 
PLEASE CONSULT 
US IF IN DOUBT. 


ATTENTION 1901 MONITOR OWNERS. 

WHY NOT HAVE YOUR 1901 MONITOR CONVERTED TO WORK WITH THE AMIGA? 

Our conversion enables your 1901 to display all 4096 colours and gi^s a really 
excellent picture. We have converted hundreds of 1901 s with 100% satisfaction. 

Price including the lead is ONLY £29.95 - for callers. Phone to arrange an 
appointment or we can collect, convert and return your monitor ALL WITHIN 4 
DAYS for the all inclusive price of £53.95. 


OTHER INEXPENSIVE AMIGA LEADS 


PART NO. 


PRICE 


2nd DRIVE SWITCHED LEAD - Disables 

external drive to permit programs to load. 

ADE 2 

ONLY £9.99 

2nd DRIVE SWITCHER - Fits between drive connector and Amiga 

disk drive port. Can be used when power is on. ADE 3 

ONLY £8.49 

JOYSTICK PORT EXTENDER - Fed up with groping around 
the rear of your Amiga — then you need this lead. 

JPE 1 

ONLY £3.99 

MOUSE/JOYSTICK SWITCHER & PORT (EXTENDER - Extends the port 
and has sockets for mouse and joystick with 
push-button switch for mouse or joystick selection DJA 1 

ONLY £9.99 

3 & 4 JOYSTICK ADAPTORS - Some games use 3 or 4 Joysticks 

- you’ll need this lead to use more than 2 Joysticks. JEL 1 

ONLY £7.99 

AMIGA 64 EMULATOR LEADS - Connects 1541 ETC to your AMIGA. 

There are several programs which need this lead. AEL 1 

ONLY £4.99 

MODULATOR EXTENSION LEADS 

MEL 1 

ONLY £8.99 

AMIGA PRINTER LEAD - Parallel Type 15M long 

3.0M long 

AMP 1 

AMP 3 

ONLY £6.99 
ONLY £9.99 


PLEASE STATE WHICH AMIGA YOU HAVE WHEN ORDERING. 


HAVE YOU HEARD YOUR AMIGA'S 
AMAZING SOUND IN STEREO?_ 


This neat stereo amplifier connects directly to your AMIGA and boosts the 

.— ■ audio output so that you can enjoy the AMIGA’S amazing stereo sound in 

MINI-AMP privacy, using 1 or 2 pairs of stereo headphones. 

, COMPLETE WITH AUDIO & POWER LEADS. AMA 1 - ONLY £14.99 

1 ADAPTOR FOR CONNECTING 2 PAIRS OF HEADPHONES -g-g 

HIGH QUALITY STEREO HEADPHONES FOR MINIAMP 1 ETC. PER SET £4.99 


AMIGA 


AMIGA 


MINI-AMP monitors. 


MINI-AMP 2 is a neat stereo amplifier complete with two mini-speaker units 
which connects directly to your AMIGA. Perfect for use with mono tv’s and 


COMPLETE WITH AUDIO & POWER LEADS AMA 2 - ONLY £19.99 


BARGAINS ON DISKS. BOXES, JOYSTICKS, DUSTCOVERS 


31/2" DISKS. QUALITY DS/DD BULK PACKED DISKS PER PACK of 10 ONLY £12.99 
31/2" DISKS. QUALITY DS/DD BULK PACKED DISKS PER PACK of 25 ONLY £28.49 
31/2" DISK BOX FOR 40 DISKS. SMOKED LID. LOCKABLE DSB 4 ONLY £7.99 
31/2" DISK BOX FOR 80 DISKS SMOKED LID. LOCKABLE DSB 5 ONLY £9.99 
31/2" DISK BOX FOR 100 DISKS SMOKED LID. LOCKABLE PM6<^Y£11.99 
QUICKSHOT 2 JOYSTICK WITH AUTOFIRE QSJ1 ONLY £7.99 

QUICKSHOT 2 TURBO, MICROSWITCHES & AUTOFIRE - GREAT Q^2 °NLY £13.99 
A500 DUSTC0VER, FLAMEPROOF MATERIAL ADC 1 ONLY £4.99 

A4 ANTISTATIC FOAM MOUSEPAD AFM 1 ONLY £4.79 


FREE 

catalogue 
WITH EVERY 
ORDER- 


IHUM/Rnoul • 10 day money back guarantee if not 100% satisfied. 
NOW Opcxm / • AH orders despatched promptly by recorded delivery. 
■ - OPEN I J 0 Express registered post and same day despatch t- pi 


please add £1.95 


HOW TO ORDER 

BY PHONE ► 0274 691115 BY MaLl ► 

-—-- or cash in regist€ 

OR FAX ► 0274 600150 Draft Export sal 

_____—-- additional postal 

WITH ACCESS OR VISA. Export Masterca 


BY MAIL ► Send Cheque Postal Order PO Giro, 
or cash in registered lerfer Eurocheque. Bankers 
Draft Export sales our speciality, please add £1 00 
additional postage and send payment in sterling only 
Export Mastercard Access and Visa Orders accepted 
by phone or FAX __ 


Trilogic, Dept. A. Unit 1, 

253 New Works Road, Bradford BD12 OQP. 


—nJlmm//. _ 

Strilogo 

M 1-7 /- 



/A 


NEW FROM 


BACK-UP AND TRANSFER ^RAMS 

FROM piskjqdISK TAPE TO TAPE - 

nssiSCXESSB, 


WITH THE NEW 

ROCKET POWERED, 

Including V3.2R Software 

Expert 

m CARTRIDGE 




COMPLETE BACK-UP SYSTEM 

MAIN FUNCTIONS 


• Freezes all Programs. 


• Creates a back-up onto Disk or Tape. 
Regardless of whether the original was 
loaded from Disk or Tape. 



e Independent tests show the Expert to have 

the most effective compactor so you can 

save more games per Disk and have faster 


reloading. 


• Saves a back-up in one fi 


• Expert is not needed for reloading a 


back-up 


» Programs reload in less than 10 seconds 

using New Rocket Loader. 


Jtate disk o 

UTILITY FUNCTIONS 

• Sprite Saver & Editor with Animator'. 

• Infinite Lives Command 

• Joystick Autofire mode — even better than Autofire 
Joysticks 

• Joystick Port Swap — Your back-ups can use the 
same port. 

• Powerful & Professional 64k M/Code Monitor 

• Printout Hires & Lores Screens. 

• Expert Express 

— Use the Expert as a Disk Turbo Loader 


ROCKET- A SUPER-FAST 
DISK TURBO LOADER 


> Loads independently of the Cartridge. 

> Reload on average back-up in 6 seconds. 
* Loads any size of file. • One file format. 


COMPUTER DOCTOR! 


64 DOCTOR 

A professional diagnostic 
CARTRIDGE for your C64. 


TESTS: 


> Keyboard 


> Serial Port 


> Joystick Port 


» User Ftort 


• Cartridge Port • Basic Rom 


wl 


> Kernal Rom • CIA Chips 


> Video Chip & Video Banks • Sound Chip 


> NMI & IRQ Interrupts • Cassette Key Press 


> Cassette Data 


• Even tests your Joystick. 


COMPRISES, 64 DOCTOR CARTRIDGE, 
USER & SERIAL PORT TESTERS, AND - 

FREE — The only comprehensive 
fault diagnosis and Repair Guide available. 


• Explains step by step, how to locate faults 
and identify chips. 

• How to dismantle the keyboard. 

• Includes Commodore part number guide. 

• Full of tips and hints many known only to the trade. 

• How to desolder chips the professional way. 

• Written by professionals with a vast knowledge 
of 64 faults and repairs. 


LOADING PROBLEMS? 



THE ONLY COMPLETE DATASETTE 
SERVICE & ALIGNMENT KIT. 


» Check and adjust alignment 

Two Tests with very precise adjustment. 


i Check Datasette Circuitry 

Shows up electronic faults 


i Check for Electrical Interference 

Shows up noise from TV’s & main wiring. 


• Check Saving Fterformance 

Special high Baud rate saving test. 

g Perfor 


• Check Loading Performance 

Special Turbo loading test. 


► Clean & Demagnetise Tape Head. 

Cleaner/Demagnetiser supplied. 


i HEAD ALIGNMENT - 

_ Unique test makes accurate setting easy. 

> HEAD MOVEMENT - Shows up wear and friction.' 

> BACK STOP SETTING Critical but easy to adjust 

> MOTOR Sf^EED — Show speed errors. 


> ALSO shows up free play & faulty S/motor. 


COMES COMPLETE WITH 

PROGRAMME TAPE, 
SPECIAL ALIGNMENT DISK 
AND FULL INSTRUCTIONS. 


ALL 3 DOCTORS ARE HIGH PERFORMANCE, ORIGINAL TRILOGIC 


PRODUCTS OUTPERFORM SIMILAR RIVAL PRODUCTS OFTEN COSTING MUCH MORE. 


BARGAINS ON DISKS, BOXES, JOYSTICKS, DUSTCOVERS ETC 


DISK BOX FOR 50 51/4" DISKS. LOCKABLE 

DISK BOX FOR 100 5/14" DISKS. LOCKABLE 

DISK NOTCHER - USE BOTH SIDES OF D/SIDED DISKS 

51/4" DS/DD DISKS PACKS OF 10 WITH LABELS 

51/4" DS/DD DISKS SEALED PACKS OF 25 WITH LABELS 

QUICKSHOT MK 2 JOYSTICK WITH AUTOFIRE 
QUICKSHOT 2 TURBO JOYSTICK - FAST ACTION 
MICROSWITCH TYPE WITH AUTOFIRE 
JOYSTICK 3m EXTENSION LEAD 

C64/C64C DUST COVER (STATE WHICH) 

C128/128D DUST COVER (STATE WHICH) 

1541/1571 DUST COVER (STATE WHICH) 

1701/1901 DUST COVER (STATE WHICH) 

MPS801'MPS803 DUST COVER (STAT E WHICH) 

CBM COMPATIBLE DATARECORDER 
DCL1 BACK-UP BOARD FOR 2 DATARECORDERS 

C15 DATACASSETTES PACKS OF 5. 

TITAN HEAVY DUTY C64 POWER UNITS 

TITAN POWER UNIT WITH SUPPRESSORS. 

4 WAY 3m EXTENSION LEAD WITH SPIKE SUPPRESSORS 


TRILOGIC. 


Trilogic, Dept. Z.Z. Unit 1 
253 New Works Road f 
Bradford BD12 OQP I 
Tel - 0274 - 691115 



..FfasT MAIL ORDER SERVICE PROMPT DESPATCH ALL PRICES FULLY INCLUSIVE PLUS IC DAY MONEY BACK f EXPRESS 
-#GUARANTEE ON ALL ITEMS PAYMENT BY CASH. CHEQUES PAYABLE TO TRILOGIC BY POSTAL ORDER. / DEU V | J 

V ACCESS OR VISA ADD £ 1 EXTRA FOR EXPORT ORDERS. PAYMENT IN STERLING ONLY PLEASE 1 ’ — 








































































































































































ZYBEX (Zeppelin Games) 

ssfass a»HBKfwBsr sm 

superb main theme from Zybex after the game has been loaded 
and the computer reset. As an added bonus, the 5 in line 30 can 
Lovely™ speed up or slow down the time as you wish. 

10 POKE 54296,15 
20 SYS 49152 
30 FOR A=1 TO 5:NEXT A 
40 GOTO 20 


FRUITY I Players/ 

The Barlick Hackers’ own Adam 
Robinson has once again found 
the necessary numbers to allow 
fans of this game to strut their 


stuff to its soundtrack. Just 
LOAD the game, reset the com¬ 
puter and type POKE 
54296,15.SYS 49152 (RETURN), 
then it’s time to (WOO! YEAH!) 
get on down! (as they say). 


MANIAC MANSION (Lucasfilm) 

EEJOFJ? rat ? as ° ne of Lucasfilm ’s greatest games - it’s 
brilliant. It s just a pity you need a disk drive to enjoy it. Now for 

rroh® ° f u yOU wh ? 9 ave U P the quest to save Sandy’s brain, Neil 
Graham has sent in a map and some tips to give you just cause 
to dig out the game and show Dr Fred and Nurse Edna just 
who s head frankfurter (well, almost!) 1 

1. First off, select Dave, Michael and Bernard 

hy+SSSSS by th . e "? ail u bo * t0 the ,eft of the mansion and take 
Michael and Bernard into the house. To open the front door, qet the 
key from under the doormat and use it to unlock the door 

r^rl ake . M, + C Tl el t0 !, he library and push the loose panel under 
to the kitchen nt ‘ ^ W ‘ rGVeal 3 cassette - Pick jt U P and Proceed 

4 . In the kitchen get the flashlight. Now go to the larder and get the 
fruit drinks and the bottle of developer. This will smash, but don’t 
worry about that... yet. 

5. Now go up the stairs and into the Art Room where you should see 
some waxed fruit and some paint removfer. Pick these up and 

ti r nto^ d rP tha next f,j 2 bt ? f stairs where you should meet the 
tentacle. Give the waxed fruit and the fruit drink to the tentacle to 
get past it. Now go up the stairs and enter Fred’s bedroom. Reading 
the wanted poster should get you a useful telephone number which 

Tot! S *u u d make a !? 0 J e of - Go U P the ladder to the tentacle’s room 
Take the record and the yellow key. 

6. Now go to the Gymnasium. Use the Hunk-O-Matic machine to 
make you stronger. Now go through into the Bathroom and get the 
sponge. 

7. Next go into the Portrait Room and use the paint remover on the 
blotch of paint. This reveals another door. 

a Now take Michael back outside the mansion and get him to pick 
up the bushes to the left of the mansion. This reveals a gratinq. After 
working out on the Hunk-O-Matic you will be strong enough to pull 
this and reveal a secret passage under the mansion. 

9. Around this time the doorbell will ring and a package will be 
delivered. QuicWy change control to Dave, pick up the package and 
run into the kitchen before Ed arrives. 

10. When Ed goes, get Dave to open the package and you will Dick 
up some stamps. Now get Dave to take the package up to Ed’s 
room and give Ed the package. Ed will now ask you to find his plans. 
Change back to Michael. 

5 Mi ? hael a ' on 9 the passage you will come across a 
puddle of developer. Pick this up using the sponge and go back 
outside the house. To the right of the mansion you will now see 

rwo trl ndeve ?{t? C L fllm ; Pick this up and 9° t0 the Dark Room. 

are? devetop^thVfifm. eVe ° Per th ® Sp ° nge int ° the develo P in 9 tra V 

£!?, k U P the deve, °P ed prints and read them and you’ll see they 
are Ed s plans, so take them to him. y 

13. Now take Michael to the Music Room and put the cassette into 
the recorder and the tentacle’s record on the Victrola Turn on the 
cassette recorder then the Victrola. Wait until the vase smashes 
before turning off the Victrola and recorder and getting the cassette 
Now proceed to the Lounge. 

14. Once in the Lounge open the cabinet door and play the cassette 


TIPS 


YABBA DABBA DOO (Quicksilva) 

A tip here for the oriainal is ronlaraH ku _ 


A tip here for the original 
Flintstones game from Colin 
Sparshott who resides in Harrow 
Weald in Middlesex. Just LOAD 
the game, play it once, then wait 
for the demo to finish and the 
title screen to appear. When that 


is replaced by the scoreboard, 
look at the bottom of the screen 
and you should find an instruc¬ 
tion that lets you have up to nine 
Freds, simply by pressing the FI 
key. Yabba dabba doo, as they 
say. 


PANDORA (Firebird) 

following hacks to liven the game up. LOAD the game, reset and 
enter whichever of these POKEs takes your fancy. 

POKE 7185,0 to stop the ‘timer’ 

POKE 71 85,(2 to 9) for a faster timer 
POKE 7701,0 for a faster ‘Annie’ 

SYS 3887 restarts the game 


in the cassette player. The chandelier will smash and you can now 
get the key. 

!*’, T £ e next Part requires quickish reactions. Position Bernard in 
In.® vo™ and Michael outside Edna’s Room. Take Michael into 
»A/^i a * S ? oom and she wl11 come in and throw him in the dungeons 
Whilst she is away you must quickly swap control to Bernard take 
Pdna . S room and get the small key off the night stand 
Pdna Burris and locks Bernard up as well 
16 . If both Michael and Bernard do get locked in the Dungeon, don’t 
thlS prov,deaauseful opportunity for the two characters 
Make Bernard give Michael the small key and 
get Michael to hand over the flashlight and the yellow key. 

finH Use the , oldr . ust y key t0 get out of the Dungeon and you should 

kev andThtn Get Bemard to pick upthe si,v er 

key and then take him to the Gymnasium for a go on the Hunk-O- 

Bernard ’ s strength, take him to the larder 
and unlock the locked door with the silver key. Proceed through the 
^t°hJ\ nd yo , u ahould be beside a swimming pool. Position Bernard 
Michael ° f ^ swimm,ng p001 ,adder and switch control back to 

l?H Tal H^ ic : hael t0 tf ? e P assa 9 e under the house (via the grating) 

fn RornlrH 11 *2 0pen wa ,! er va,ve - Quick| y change control back 
to Barnard and you will see the pool has been drained of water. Take 
Bernard down the ladder into the pool. Pick up the radio and the 

+ key .' Gu l? k y ,eave th e pool and change control back to 
Michael to close the water valve. 

^■ G ° f ba S k t0 Be / nard and 9et him to open the radio and inside he 
should find some batteries. Put the batteries into the flashlight. Now 
go through <he gate and into a garage. Open the garage door and 

Fdqpf w^h P tho UP ii thG water faucet hand,e and open the trunk of the 
Edsel with the yellow key. Take the tools from the trunk and go to 
tne lounge. 3 

tbe ^ 00 ^ *° take a P art th e old-fashioned radio and,remove 
the radio tube. Take this and put it in the radio tube socket next to 
the radio in Fred s room. The radio is now fixed and you can use it 

SSSftSK vSSKSSf “» •» - *» w (.h* 

?!• Now take Bemard to the Bathroom and fix the water faucet 
handle to the water faucet. Turn the faucet on and the shower will 
come on causing the mummy in the bath to move and reveal Edna’s 
phone number. 

n?;!°oHk Se, l d y ic , hael °utside the door with no handle and place 
Dave at the foot of the main stairs. Get Dave to push the qarqovle 

p° he 5 gh L M th L? s ^ airs and tha door will open allowing Michael to 
enter. Sen d Michael to the circuit breakers in the Reactor Room and 

. a chi^h r + nar lL° the ™[ es Room - Get Bernard to switch on the 
flashlight and then switch control back to Michael. Now get Michael 
to turn off the circuit breakers and change back to Bernard. Bernard 
must fix the wires with the tools before you switch control to Michael 
who has to switch the circuit breakers back on before the purple 
tentacle arrives. K H 

23-Now take Michael to the Dungeon and open the top and bottom 
padlocks on the outer door to the Sekrit Lab with the glowing key. 

24. T a ke Bernard to the Library and get him to fix the phone with the 
tools. You can now use the phone to call Edna if you want to. 

And that’s all the help you’re getting ... for the moment. 
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TIPS 





VINDICATOR 




VINDICATOR (Imagine) 


To accompany the official Imagine map of Vindicator, here is a 
list of solutions to the computer anagrams, all of which are 
famous personalities - well, famous within the walls of Ocean/ 
Imagine HQ, anyway! They were sent in by A Morgan from 
Bishop Auckland in County Durham and The Terminator... Oh, 
yeah, the password to level 2 is ENOLAGAY 

Nathan Junnod - Jonathan Dunn 

Siv Wethead - Steve Wahid 

Sam N Joker - Mark Jones 

Emil Bakma - Mike Lamb 

Neat Kevin Lane - Kane Valentine 

Ron H Vain - Ivan Horn 

Alun O Spew - Paul Owens 

Wol Drainsmel - Miles Rowland 

Kane Ward - Dawn Drake 

Dr Antoni Clam MD - Martin McDonald 

Sean Jim Haggis - James Higgins 

Robin Tumsel - Simon Butler 
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HE-MAN 

(Gremlin) 


Has anyone seen the film - talk 
about the woodentops go to 
Greyskulle - Dolph’s acting abil¬ 
ity is on a par with a shop 
dummy! Some of the dialogue 
was pretty diabolical too!! Oh 
well, perhaps Masters of the Uni¬ 
verse II will be better. If you’ve 
got the game, and wouldn’t 
mind playing with unlimited lives 
and all eight chords, just load 
the game, reset the computer 
and type POKE 6266,173:POKE 
2346,8:SYS 2064 (RETURN) and 
exactly that will happen. 


COMBAT 

SCHOOL 

(Ocean) 


Here’s Nathan Maguire of 

Stockport with a tip for all you 
frustrated joystick wagglers. 
After completing the third firing 
range, reset the counter to zero. 
If the instructor beats you, or 
you die on the mission, when 
prompted to rewind, just rewind 
to zero and press play. This 
loads the instructor fight again 
and saves having to go through 
the school. 


STORM 
BRINGER 
(MAD) 


According to regular tipster 
Robert Troughton, this 
entertaining arcade adventure 
is graced with a hidden cheat 
mode only accessible by a petite 
POKE - this one in fact. POKE 
6348,1: SYS 6607 (RETURN). 

Now start the game. If you pull 
down on the joystick you should 
find you can move to any room 
by moving in any of the four 
directions or if you want to stay 
where you are, just press the fire 
button. If you need to get a 
certain part of a room, say the 
left side, move to the left side of 
the room you are in and activate 
the cheat. Dead easy! 


RADIUS 

(Players) 


Paddy of Traxx, Southampton 
says start the game, press Q, 
use joystick to enter M EANTEAM 
and you get infinite lives. Why 
can’t everything be that easy! 

KENTILLA 

(Mastertronic) 

Yeah! One of my favourite Rob 
Hubbard pieces and it’s 
available to discerning SID fans 
with the minimum of effort, 
thanks to Sean and Adrian 
Meads. LOAD up your copy of the 
game, reset it and enter SYS 
53236 to play the main theme. 


BETTER DEAD THAN ALIEN 

(Electra) i 

Ihruhhl™ A ™ 9 u 0S have decided ^ stop hassling singing 
Ami^ b h * 3Ve *L nt m the 25 P assword s for this bit of 

Amiga blasting fun. Choose your difficulty level then when 
prompted for a reference type in one of the following 

ELEKTRA 

SYZYGY 

DRAMBUIE 

PLUG 

SOPRANO 

MAYONNAISE 

FAUCET 

POTATO 

WOOMERA 

DEBUTANTE 

FIRKIN 

ACOUSTIC ■* 

TRIPTYCH 

JABBERWOCKY 

WHIMSICAL 

CORNUCOPIA 

PUNJABI 

TIDDLY POM 

KEWPIE DOLL 

SEPULCHRE 

EUPHEMISM 

GRAMMARIAN 

CROSSWORD 

QUARANTINE 

HYPERBOWL 

DRILLER 

(Mastertronic) 

I’ve seen neither hide nor hair of 
this game, so unfortunately 1 
can’t give a critical appraisal as 
to its musical merits, however, if 
you get off on the game’s 
melodic strains, you might like 
to try LOADing it up, resetting 
the computer and entering SYS 
16427 to start the music (with a 
very chic line in the border). 

(Incentive) 

Another terrific Matt Gray 
melody easily accessed by the 
familiar LOAD-reset procedure. 
After the reset, type SYS 3603: 
POKE 54296,15, to get those 
notes flooding from the speaker 
with a tasteful raster bar on the 
screen to boot! Thanks again to 
Denmark’s answer to Richard 
Clayderman, M Svendsen. 


ICE PALACE 


We reviewed this way back in 
Issue 2 — have any of you got a 
copy? If you have, load it and 
reset the computer. Enter POKE 
12755,173:POKE 13416,173:SYS 
3200 (RETURN) and the game 
restarts with unlimited energy. 


ROLLAROUND 
(Mastertronic) 

I quite like this game - it’s a neat 
sort of Spindizzy clone. If you 
want to play with unlimited lives, 
just load the game, reset the 
computer and enter POKE 
43523,44:SYS 19000 (RETURN). 
It’s that simple. 


DOOMDARK'S REVENGE 
(Beyond) 

InLV a h!!f^ O 0 v,. S ! rate9y/adventure 9 ame has been around for 

ufe o? thfc hanrfu 3 stun ?R ed V° u m '3ht be able to make 

ut' ity sent in ages ago by Jeff Davis of 

ShltSh «, 9 u B - S '. Ca y ’ the P ro 9 ram allows you to recruit 
whtrt th J h Heartstealer and look through her eyes to see 
It® - S hT C f2 then de_recru 't to allow her to move her 
the hfaM. l? ht ‘ r ,rst ln the listin 9> bu t don’t bother typing 


2 REM DOOMDARK POKES BY JEFF DAVIS 

4 REM ON ANY CHARACTER VIEW SCREEN 

5 REM PRESS Z’ TO RECRUIT SHARETH 

6 REM PRESS ‘X’ TO DE-RECRUIT HER (BEFORE 
NIGHT) 

10 LETT=0 

20 FOR X=679 TO 746 

30 READ D: POKE X,D: LETT=T+D: NEXT X 

40 IF T<>7728 THEN PRINT “ERROR IN 

DATA”:STOP 

100 DATA 32,133,101,173,255,11,48,5,173 
110 DATA 119,2,240,243,133,210,165,210 
120 DATA 201,90,240,12,201,88,240,22,160 
130 DATA 0,140,255,11,76,84,105,173,(4), 139 
140 DATA 201,0,240,8,141,234,2,169,0,141 . 

150 DATA (4),139,76,84,105,173,(4),139,201,0 
160 DATA 208,6,173,234,2,141,(4),139,76,84 
170 DATA 105,1 


Now R IJN the program and get a blank tape or disk ready. Now 

•TOEMCHMT^IruRNr^ ** CLR MVE 

Or, if using a disk, 

™oSl*-i 6 EAT™m'UR™ KE 45 ' 235: TOKE 46 ' 2: CL * 

InJf i«o^n S out * h ® (machine code. Now switch the 64 off and on 
whtnit^s?oadld ark S Revenge as usual - then reset the computer 

Now load in the cheat with LOAD “DOOMCHEAT”,1 1 or 8 1 
Jt using a disk. Now type in the following 

POKEs 

PoUioglSi P^foMSpSl^o 050,1541 POKE2051 '32: 
SYS 20^(RE^RN)^arts the game?^^ 26946 ’ 2 (RETURN) 

Shareth. Remember that, when you’ve finished you must return 
her to computer control or she won’t move, so on any view 
screen, press X’ and she is back under control of the 64 

h r'Ll°* useful faci,it 'es for Morkin, change the 

bracketed 4s in the listing to Is and repeat the saving process 
only using a different filename. y process, 
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SCREENSHOTS 


Richard Darling - ‘Pro BMX has got to 

thTp y l e fii, 9ame! F ° Ur player action - 

three totally new race meets - Quarrv 
Racmg, Dirt Biking and Desert 
v Riding - each with five excitinq 
yhf. c * rcuits - it’s just like the real 
thing - the burms, bumps and 
ramps really work!’ 

F ift een incredible courses 
\make Pro BMX the biggest 
I best BMX game yet!’ 

11 Dar,in 9 ~ ‘Richard’s Pro 
// BMX simulator is excellent - 


COMMODORE C64 
AMSTRAD, SPECTRUM 


6, LEAMINGTON SPA CV33 OSH 


S® B.hhX 

smtiinTiKii 

►»CSS Stftct TO CMOttCC CO 
***** 5 TO STURT 


































ONLY FROM SILICA] 

IHPMIMq 

. m ™KtT‘asi*»."‘ssss^s»-"~ ’i-® 

5 l#M#» 5 &SS 

sasssssip 

SERVICING - Only From Silica 

iifsisssii 

~?SsF SJS1:=S; 


Only From Silica 

f>, you wifi be' " - 


.» ""w cavaiiai 

AFTER SALES SUPPORT - 

?SS 5 S«Sws¥?~sffi| 

Igssrssisssss 

support. This can be receivecToNUy 6 FROm'sILICA* ° Ur ^ 6ni ° y 30 exce P tiona,| y Ah level of f 

■ FREE CATALOGUES ~ Only From Silica 

iilSssss 

j PRICE MATCH - Only From Silica 

■■■■ i 

T4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 

I LONDON oi>5nn di^^u 

I Lion House (1st floor), 227 Tottenham Court Rd, London^WIP OHX 

| LON DON 01-629 193d ovf qqi/i I 

^^Se/fridges (1st floor), Oxford Street, London, W1A 1AB 


1260 


+VAT=£299I 


SO MUCH FOR SO f rrn o! 

ATARI 1040ST-F - NE^PRICE 

inlrfcT P ,ea ? ed t0 announce a new reduced price point on the 
]n?n^ T_F Wh,c j? ,s now avai,ab,e for only £499 (inc VAT). The 
1040 is a powerful computer with 1Mb of RAM and also includes 
a built-in 1Mb double sided 3W' disk drive. The 1040 has been 
designed for use on business and professional applications 
most of which require a high resolution monochrome or colour 
™° mt ° r 11 d ° e «, not therefore have an RF modulator for use 
with a domestic TV set. Modulators can be fitted for £49 (inc VAT) 

Keyboard Without Monitor £499 t jnc VAT \ 

1040ST-F Keyboard + High Res SM12S Mono Monitor £599 (inc VAT) 

If you would like further details of the 1040ST-F, return the coupon below. 

MEGA STs NOW IN STOCK 

For the user who requires even mote RAM than the 520 or 1040 
STs offer the new MEGA ST computers are now available 
There are two MEGA ST’s, one with 2Mb of RAM and the other 
with a massive 4Mb. Both new computers are fully compatible 
ST s and run currently available ST software The 
..•r A £ T s are sty,ed as an expandable Central Processinq 
Unit with open architecture and a detachable keyboard Thev 
are supplied with GEM. a free mouse controller and all extras 
as with the 520 or 1040. Prices are as follows: 

MEGA ST2Mb Keyboard + CPU /W mat) 

ST2Mb Keyboard + CPU + SM125 Mono Monitor £999 (inc VA T) 

MEGA ST4Mb Keyboard * CPU . ™ 

MEGA ST 4Mb Keyboard + CPU + SM125 Mono Monitor £1299 (inc VA T) 

^Ifyou would like further details of the MEGA STs, return the coupon below. J 


ATARI 


f T* Silica Shop Ud,Dep« ZAP 44 ,14 Th* Hnt, Hattwrisy Road, Sidcup, Kent, 0A14 40X 

| PHASE SEND ME FREE LITERATURE ON THE ATARI ST 

| Mr/Mrs/Ms: Initials: Surname: 

m Address: 


Postcode: 


■ Do you already own a computer 

^ If so, which one do you own? j 













































Depot 1 

lieufron Bomb 


apogee network 


Building the bomb requires 
technical skills only found on 
Apogee, and if you go to that 
planet’s depot you will be given 
the following list of materials 
needed for the production of the 
bomb: 

Aflat diamond 
A case of nuclear fuel 
A lump of mineral rock 
An Egron mini rocket 
A cluster of nodules 
An asteroid 
A crate of Castrobars 
A cask of Vistan wine 
Professor Halsen Taymar 

Some of these items can be 
found on the surfaces of certain 
planets (the cluster of nodules, 
for example, can be found on 
Dante). Others you can collect 


I’m not going to risk invoking the 
wrath of Rainbird’s Clare Edgely 
by giving the whole game away, 
but here is some information 
accrued by Maff and myself 
which you may well find 
useful... 

We find that the best way to 
play is with a fixed sight, which 
you can select either from the 
menu before the game or by 
pressing F during play. This 
makes targeting lasers and 
energy cubes a whole lot easier 
because they always fire 
towards a point in the centre of 
the screen. A floating sight is 
still useful for targetting 
missiles, identifying objects and 
locking tractor beams. 

If you want to finish the game 
you’ll need the neutron bomb to 
destroy the Egron space station. 


Gner<5^ Gate 

Tunnel Cntrance/Cxif 


Rotating Tunnel 


Depot- 


Dead Gnd 




# 


t 
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Casfron Depot 2 




9L7i 


Tracte 
Bouncing 
Ball for 
Cask of 
Cistern 
Uline 


Casfron Depot I 

4 Bouncing Bombs 

Trocte Petrified 
1 ree for Crate 
of Castrobars 


Casfron Hetuiork 


by the old Elite tactic of going 
into space, shooting pirate 
ships and then picking up what 
they drop (the microscreen will 
warn you of this with the 
message ‘PIRATE SHIP CARGO 
DROPPED’). 

Alternatively, you can go to 
each of the depots on the moons 
of Midway and Apogee where 
you will be able to trade items 
for bomb materials or services. 
The items each depot trades in 
are marked on the maps. 

At Apogee you will have been 
told that Halsen Taymar is 
leading a research team on 
Broadway, but if you go to the 
depot on Broadway you will be 
told that he has something for 
you ‘if you can find him’. Ah. So 
where is he, then? I’ll tell you 


where he is ... 

Being a free teenage soul, 
Taymar likes nothing better than 
joy-riding around the moon’s 
surface in his Emma 2 jet car. As 
soon as you make planetfall on 
Broadway you should see the 
car zipping between the 
buildings. Catch up with him and 
as soon as he’s within range, 
lock the tractor beam on the 
Emma 2 and beam it and its 
occupant up. You will now have 
Halsen Taymar on board, and he 
will make his presence known 
by giving you an energy cube 
launcher and making comments 
on how much he likes the 
ICARUS, the in-flight movie ... 

Re-fuelling is a skill essential 
to the success of the mission, 
and of the five methods 


Brooduuay 

I1etux>rk 


Lost krxxun 
location of 
Professor 
Halsen Taymar 


BrcKXJuxiy 
Depot - 

^ Missiles 



9Z59 



Trade 
Pyramid for a 
Lump of 
Mineral Rock 


apex 

network 


6936 


apex Depot 

4 missiles 




9Z59 
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mentioned in the play guide, we 
find that collecting fuel from 
asteroids is by far the quickest 
and easiest method of reviving 
flagging shield, laser and fuel 
levels. The highest 

concentration of asteroids is 
(unsurprisingly) in the asteroid 
belt between Apogee and 
Midway. 

Ordinarily you would pass 
straight through it in stardrive 
and never see an asteroid, so fly 
between the two planets and 
disengage the stardrive when 
about halfway between them 


and you should find yourself 
surrounded by asteroids (and 
pirates!). 

Quickly find a nearby rock and 
lock the tractor beam on it. Don’t 
collect it yet, as the tractor beam 
makes it unstable and causes it 
to release fuel. The refuelling 
indicator should start flashing 
and the energy gauges should 
rise. If the asteroid explodes 
before your tanks are full, just 
lock the tractor beam onto 
another one and repeat the 
process. 


Atestmere 

letuork 


r\ 


ni-Rock<< 


ULtestmere^ 

Depot 


Trade ICdRUS 
Pilot Couch 
for Case of 
Muclear Fuel 


Gsprit 

Depot 


synapse 

&tuork 


Queeta t 

network | O 69,96 

ro* , 

echanical W 

hale for a ■ § 

lat Diamond 1 I 


Questa 

Depot 


92,59 
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Hack funk 
Depot 
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Armed with new 
BOUNCE power, 
PAC-MAN faces new 
challenges as he 
enters the worlds 

of Block Town, 
Pac-Man’s Park, 
Sandbox Land 
and 

Jungly Steps. 


PAC-MAN IS 
BACK& 
0UNCING IN 

3D! 


AVAILABLE ON: 
ATARI ST & AMIGA £19.95 
r C64&AMSTRAD CPC DISK £14.95 
C64 Cassette £9.95; SPECTRUM, 
AMSTRAD & MSX Cassettes £8.95 






©1987 NAMCO LTD. All rights reserved 
Licensed from Tengen 
©1988 Grands I am® Entertainments Ltd. 
12-18 Paul Street, LONDON EC2A4JS. 

Credit Card orders taken on Tel: 01 247 6434 
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Screenshots taken from ATARI ST. 


Screenshots taken from SPECTRUM 







































































EXPLORATION OF THE COSMOS Can you live with the reality of 
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Ah, the season of good cheer! I love 
Christmas - puddings, pies, a big tree, jolly 
men in big red suits, snowmen, tinsel, 
pressies and more turkey than you can stuff 
into ten of those mega-enormous french 
sticks from Gateway with plenty of 
mayonnaise. Yum! It’s still only November but 
I decided to crack open a bottle of QC anyway 
- just to celebrate! Hie! Oops, pardon me! I’d 
sing you a song but past experience has 
taught me that I’d probably better not. 
Anyway, crack open a can of Coke, get out 
the Quality Streets and nab your favourite 
seat by the fire - a veritable feast of fabulous 
Yuletide festivity awaits . . . (what d’you 
mean there’s no snow around?) 

THE SPACE CHICKEN 
WRITES BACK 

Yo Lloyd! 

When I brought the September ZZAP!, I really felt as-like, 
strange, so I just had to put chicken pen to paper and 
scribble a few lines. Even though I’m only a Space Chick¬ 
en, I could ve done betterthan Mark Walker of Aussieland 
in making Kamov. I’d settle for a playable 1st level, OK? 
No I won’t bother but the routines are ready so only a bit 
of assembling and input, and Karnov 2 is ready! Get in 
touch ED! Anyroad, Mr Tips Glancey is fab - d’ya know 
his fan club address? Gordon is brill and Maff looks 
KOOL! Could I have an autographed photo please (with 
Lloyd and Kati!)? Now to my moans: 

1. I have just read and compared ZZAP! no 8,38 and 41 
No 8 was brill, a real larf. No 38 was rather tame, while 
41 was nearly as good as no 8 again - keep the rise! 

2. Please more zany humour - I love it! Be more GAMES 
MACHINEY please, with interviews (ie. Sensisoft, 
John Twiddy, Tony Crowther, Anita Sinclair, Douq 
Adams or others) and features! 

3. Please, please more Amiga coverage -1 ’m 64 only but 
I love reading ’bout Amiga. Lots of our contacts and 
mates are Amiga guys! 

4. I hated Predator. 

5. Bring back Gary Liddon, if only for an interview! After 
a few months, please interview old reviewers to see 
where they stand! 

6. I m only a space chicken, so please don’t expect too 
much of me, but more demo coverage please, and I’d 
love to see demo reviews (like graphics, sound 
interest value, technical and overall)!! 

7. Ya mixed up the Infiltrator and Tau Ceti points in the 
September ZZAPBACK, didn’t ya! 

8. I really found my meanings in the Guinea Pig’s letter (a 
relative of me!) and I wanna say thanx. 

9. Please no drawing comps - we space chickens have 
a physical drawback! 

10. My 3 fave personages in gamesmaking: 1) Sensible 
Software (Chris and John, not Marty . . . oh sorry') ’av 
you got their fanclub address? 2) Stavvy Fasoulas- 3) 
Martin Walker 

Bubblers: Geoff Crammond and Andrew Braybrook 
and also my mates, Geoffrey Q Wallrosetitty, and 
Manfred dooblex Flypaper! 



11.1 agree with Maff that Music is important (Mil) but his 
faves, who or what is it? I love Pogues, U2, Dumdum 
Boys and the Barry Leitch-rendition of the Chicken 
Song! 

12. Could you please contact me, Banana? ZZAP has qot 
my address! 

13. Bye! 

Space Chicken, Trondheim, Norway 

Well, my little chickadee, what a lot of questions! Here are 

the answers. 

1 . Er . . we will keep the rise Cere, no, missus an all that 

an ’ every fin’) if you keep your flies ... up 

2. Do you really think TGM are zany?!? Oh well 
How’s this for zany: Derek. 

3. Yes, we will. Are they now? Wooooooh! 

4 niyseff 716 ° r ^ /5f/n7 7 1 ,iked the film but not the 9 ame > 

5. Gary Liddon wouldn’t fit through the door - even 
though we’ve widened it to accommodate Gordon 
No, but seriously folks!!!!! We are thinking of doing 
sometime in the distant future a potted feature — 
something like Where are they now? on the old review¬ 
ers, editors, dogsbodies and that. . . Maybe 

6. We shall see - but space is limited, you know as any 
non-pan-dimensional lifeform will tell you. 

7. Flying fish eat horse-hair pies 
Bacon rolls and then it dies 

8. So, say ‘thanx’ then. 

9. Sorry, Mr Chicken — drawing comps are here to stay— 
just look at Ken D Fish’s Results Page! (whaddya 
mean, who’s Ken the Fish? Turn to page 176 or 191 
and find out!) 

■ er. . . OK, then, we’ll pass on the message 
through this mega organ of ours. 

11 .Dr Evans says, rub on more raw fish and you may be 
cured - however, it didn’t work for him. 

12. He can’t because we haven’t. 

13. Byeeeeeee! 

LM 


DO ZZAP! GET BRIBED TO GIVE 
GOOD REVIEWS? 

Dear Lloyd 

I’d like to bring up a few points. 

Firstly, ZZAP! has biased 
reviewers. Ail games like Last 
Ninja //, Impossible Mission II 
and Hunters Moon got good 
reviews: companies like US 
Gold, System 3, and Thalamus 
probably pay you to give their 
games a good review. US Gold 
are the least guilty, because 
some of their games get a bad 
review-ie. Dream Warrior 49%, 

Breakthru 19%, Xevious, Tag 
Team Wrestling 25%. Now for a 
prediction: Armalyte will get 
92% or 93%, just you wait and 
see. 

Point two, why has everyone 
started writing in with facts 
about bananas? Frankly, I think 
hardly anyone gives a toss. Here 
is my final question. Please, 
please, please, please could you 
print the solution to the elderly 
game, Finders Keepers. I play it 
occasionally when I’m bored, 
but I can’t get the hairy dog or 
get past the cat. Please can you 


help. 

P Ratje, Newport, Isle of Wight 
PD301QQ 

Don’t you think that if we really 
reviewed games according to 
the sort of criteria you’ve men¬ 
tioned somebody would have 
found us out by now? Hunter’s 
Moon and Impossible Mission II 
got good reviews because they 
were damn good games. Dream 
Warrior and! ag Team Wrestling 
didn’t because they weren *t Are 
you going to suggest that Image 
Works ’paid us to give Bombuzal 
a Gold Medal? or Palace for Bar¬ 
barian 2 7 If reviewers really did 
get paid every time they gave a 
good mark, I’d stop being Lloyd 
Mangram and turn into Paul 
Glancey. His clothes wouldn’t fit 
but I’d be a lot better off. 

Oh - and by the way, you ’re 
wrong about Armalyte. It got 

LM ° 

PS Bananas! Wink, wink, know 
warramean guv? 
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THE MOST BORING LETTER WE’VE EVER RECEIVED 



Or is it the most interesting ... ? 

and do we care either way? 

After reading all those letters every month and seeing that 
crap software each time, I decided to write. I ve got a lot 
to tell. 

People E oftei?say that these are too little original games. 
But why should programmers and software houses put 
so much time and sweat in creating original . 

Is there a possiblity of making programs without 
similarities from any other existing game nowadays? 

I think, these days, (almost) everyone wants to have an 
arcade game on his own computer The sad thing is that 
it usually turns out to being a great disappointment (look 
at most games of US Gold and Activision). 

This has everything to do with the programmers and 
not, as they would say, the limited memoryof the 64. The 
last thing I want to ask about this is why Super Hang On 
isn’t released yet in the UK. Here in Holland it s already 
half a year on sale. The only reason I can think of, why you 
don’t have it yet, is that it’s a horrible bad game. 

rm^glacUhat these versions are around, because it 
| happens too often that great games are being converted 
too badly. When a clone is better, you have the feeling you 
ain’t missing anything. I think that software houses must 
take a lesson out of this and put more effort in their 
conversions and not threaten with lawsuits. This only 
proves (a little) they’re afraid that a clone might be better. 
Sometimes I think that software houses don t care 
anything for their customers, only to bring in money with 
another popular, but lousy and rushed conversion. 

GRAPHICS 

Why do software houses seldom use graphics like those 
in Target Renegade and other quality graphics like Bob 
Stevenson’s and Dokk’s. It makes a game a whole lot 
| attractive and it’s a little more work. 

However^g^an arcade game ever might be, it’s always 

possible to make an at least reasonable conversion, if you 

use multiloads. Who cares if a program needs 100 loads 
and 5 disks? But then you have to wait too long they 
probably say. Well, why don’t they use speedloaders like 
the Games series from Epyx? 

TAPES AND DISKS 

I want to know why, in heaven’s name, are games on disk 
more expensive than tapes? A good quality disk costs as 
much as a computer tape. ... . 

The price of disk games is the cause, why do you think 
there are so many more tape users? Even if people have 
a drive (they usually own a datacoder too) they buy games 
1 on tape because it’s much cheaper. All the people I know 
owninq a 64 (130) do have a disk drive. The reason why 
some people don’t buy a drive is just because the games 
on disk are so expensive. So why not make the disks as 
‘cheap’ as the tapes? You’ll see there’ll be more disk 
games sold. 

SorrytosavTbutf *ate your tips pages. They’re always for 
tape users. Everybody nowadays knows how to reset his 
computer, so why not just ‘reset your computer poke 
xxxx.xx for inf. lives and SYS xxxx to restart so tape and 
disk users are both happy. Think about it when you put 
your tips in your Christmas issue. I also want to say some 
of your maps are totally useless. Like the map of Rastan 
and Flying Shark, you only have one possible way to 
proceed. Maps like Barbarian //and Vindicator are useful. 
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REVIEWS 

I’m not going to say how great your reviews are but 
something totally different. Every month I read 3 mags 
(ZZAP!, CU and C&VG). , . 

By reading 3 reviews for 1 game, I see which aspects 
you don’t see and other mags do (and vice versa). For 
example, take the reviews for Dark Side and Hawkeye 

ZZAP!: Hawkeye 96% 

Dark Side 90% 

C&VG: Hawkeye 4 
CU: Dark Side 6 
Why such a big difference? 

I sometimes find you a little pathetic in your reviews 
When a game is good but the sound isn’t, you give it a 
high rate with the poor excuse that it’s atmosphere. OK, 
some music is atmosphere but most ain t. 

LAST CHAPTER . 

Why haven’t there been no good racing games these last 
few years? Does it back off programmers to make 
smooth 3D arcade-like scrolling and use large graphics? 
There are large graphics in Space Harrier and I believe 
most programmers are qualified to make smooth 
scrolling. So what’s the problem? (answer: bad 

Pr ?ho^e Ocean/Imagine will license Wee Le Mans , and 
let Dave Collier do the job, because he’s the only 
programmer whose programs are all good. For the 
qraphics I would take Bob Stevenson. 

Another thing about Ocean. I think they’re one of the 
best software houses but when I saw a preview of 
Operation Wolf, I choked. The graphics are ugly and 
chunky and I hope will be changed for the finished 
version. 

One last thing. Since Rob Hubbard left we ve never 
heard from him again. I thought he was working for EA. 
Can you tell me more? 

Well this is it. It wouldn’t be a bad idea to put some 
points of me to some software houses, don’t you think? 

Leo Landmeter Holland. 

1) Zzzzzzzz . . . oh, you've finished. Well, Leo, now 
you ’ve got all that off your chest, how about getting us all 
a bacon sandwich. Ta. 

2) Right! I’m back from the toilet. Has the bullshit machine 
been working properly. Yes? OK, carry on. 

But seriously folks (cue jingle), there are one or two 
points here which other people can pick up on. First, the 
bits we can answer: 

Your comparison of the two reviews of games between 
ourselves and rival magazines was unfair, in that it 
omitted comparison with CU, who awarded Hawkeye 8 
out of 10, and TGM, who gave it 80%. Besides, this is 
something of an irrelevant point, since reviews are very 
much a subjective process — what we think deserved a 
Gold Medal didn’t appeal to other mags as much: this is 
simply opinion. The best way to judge our reviews, as 
we’ve always said in ZZAP!, is to look at the comments 
more than the marks awarded—and if possible, try out the 
qame yourself before you buy. 

You’ll be pleased to know that Ocean are planning to 
convert Wee Le Mans - in fact, it’s going to be on next 
month’s cover cassette! How’s that for a coincidence. 
Your judgement of Operation Wolf is a bit unjust, since a 
preview version is just that — it’s far from finished. 

As far as listings go, we do try to print reset POKES as 
much as possible - but we can only print what people 
send in; besides, there are more than enough people out 
there who don’t know how to reset the computer, or don t 

have a reset cartridge/switch. 

Rob Hubbard: the last word we heard was that he was 
still working for EA in the USA. 

The rest is open to discussion, readers! 

LM 

















































A VIZ FAN WRITES II 


Dear Lloyd, 

I saw this game in my local 
computer shop. It was called Big 
and Bouncy and it looked quite 
good, so I went in and bought it. 
When I got home I tried to load it 
but it wouldn’t fit in my tape 
deck. I called my mum up to see 
if she could get it to fit. When I 
showed her she called me a 
pervert and whacked me round 
the back of my head. 

I couldn’t believe it until I 
realised that it was a porno mag! 
Stewart Campion, Stevenage, 
Herts. 


P.S. If you send me all of the 
games that you have received 
over the past 3 months I will send 
PG my copy of Big and Bouncy. 

When we first got our Amiga, 
Maff accidentally tried to put 
Paul into the disk drive. It was 
only through the intervention of 
Gordo who noticed that his 
trousers were the wrong colour 
- brown - that we managed to 
save the drive. Phew! 

Luckily we all saw the funny 
side. 

LM 


ff 


DOUBLE DUTCH 

Dear Lloyd, 

Haying bought ZZAPI for a solid 3 months now (for all the 
sayings on the software), I feel it necessary for the well¬ 
being of the general public that I point out some of the 
great faults of your computer associated publication. 

First of all, the price of the magazine is far too hiqh. I 
have calculated the cost of salary, paper, press, and 
other expenditures, and come to the conclusion that by 



... . * y* uwio */i a » 100 ui l 1 . iocan 

savrn 9 °* ? pence). Secondly, why do you 
publish all those reviews? If you stop reviewing those 
games, you could sack the reviewers, and then you could 
have greater savings on the mail order software. 

Third, why are the Rrap pages in black and white? are 
you trying to cheat us? Don’t you think I haven’t noticed 
y P ur PP ea P ways of saving money!? - the overall price 
should go down by at least 3 pence. 

Also, I would like to declare all expenses that I have 
™ adato yo ^ r "? a 9azine. So that’s 10 pence for 

the paper, £3.45 for the time I’ve put into it, 50 pence for 
the deterioration of my ink-ribbon, and 35 pence for the 
stamp. 

And now for something completely different 
Recently, I was reading the centre pages of your 
magazine, when I hurt my finger on a bent staple. I had to 
make expenses on treating the wound, and I couldn’t go 
to work for a week because I am a secretary which means 
I use my fingers to type. I would like to call on the two 

^Zt^ est0te J l y?^P^\ whatVm sa y |n 9 is true! Eugene, 
come here and tell Mr Mangram that it’s true . 

- Er . . . Yeah, it’s true. 

Walter, tell Mr Mangram it’s true . . . 

- Yeah it’s true, also I’d like to do greets to Dave, and 

... Y f s > en°oglh-- 3 ° you see it’s true and therefore I would 
like to claim £300 wages, £1.25 for plasters and £150 for 
dama 9 es. I shall expect to see the amount of 
t?, 1 u 5next month or I will call on my lawyer. 

Well, that about wraps it up. Good luck with the 
changes that you are going to make as a result of my 
letter. 

Arthur Stingebottom (P. Vaankappen, Holland) 


cuu wn&ii Kjfj&nmy future copies OT ZZJ\H! 
They re very practical and can be made to look pretty if 
you jazz them up with an accessory or two. All you need 
is an eye for style and a little imagination. Let me know 
how you get on. 

LM 
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Well, anonymous coin-op addict, we’ve decided to award you the 
prestigious Pilchard Of The Month award — that was some really 
disgusting notepaperyou used. Meanwhile, keep taking the 
tablets, pumping up the bitter and polishing those bottle bottom 
glasses. One day, all people will be made like you-but until then, 
travel away from me in swift, sharp, short jerking movements. ’ 
LM 
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A PILE OF... 
BANANAS 

Dear Lloyd, 

I have written to compliment you 
on an excellent mag. I’m glad 
Thingy and Rockford were voted 
back. The thing I found on the 
cover last month was only fit for 
the bin. I hope next month’s is 
better, ’cos that was a pile of 
S**T. 

I hope it’s a better tape next 
month. 

Shane Treacy Co. Cork 
Ireland. 

PS Bananas do live in trees. 

Our humble and grovelling 
explanation about that cassette 
appeared in The Word last 
month, for anyone who missed it 
- hopefully, you’ll have been a 
little more pleased with the 
playable demos of Cybernoid 2 
and Hawkeye, and indeed this 
month’s cassette. We’re glad 
you’re glad that Thingy and 



Rockford were voted back, and 
we’re glad about it ourselves, 
too. Festive gladness all round, 
in fact. I almost feel like breaking 
into a Christmas song - but 
before I do, I’d like to say 
categorically that bananas DO 
NOT live in trees: they are hand¬ 
picked from the rich earth of 
sub-tropical continents by 
highly revered left-handed 
pixies. 

LM 


THE ZZAP! TEST: ARE YOU TOTALLY 
OUT OF TOUCH WITH REALITY? 



LOOKALIKE 


Dear Lloyd, 

Has anyone noticed the striking resemblance between 
Gordon Houghton, ZZAPI’s primate editor, and the 
orang-utan (genus: Pongo pygmaeus) commonly found 
in the tropical rain forests of Malaysia and Indonesia? 

P Glancey, Ludlow, Shrops. 


A NICE LETTER 


Dear Uoyd, 

I’m just writing to say how 
wonderful ZZAP! is, (not that I 
need to tell you). 

I have only just brought a 
Commodore 64, so I’ve never 
really looked at computer 
magazines, but t decided to 
compare a couple: your ZZAP! 
and THE GAMES MACHINE. 
Although THE GAMES 
MACHINE is not strictly for the 
Commodore 64 it did not in my 
opinion, it did not (I say again) 
compare with ZZAP! 


ZZAP! has everything from 
hints, tips (PG’s), to news and 
reviews. 

There’s only one problem, one 
thing wrong with ZZAP! and that 
is it comes out monthly and not 
weekly, but never mind it’s 
brill... well done, chaps! 

Ian Baker, Bognor Regis, 
P0228LW 

Well done, Ian . Gordon says he’ll 
slip you that fiver later on. 

LM 


Dear Lloyd 

In the last few months in various 
64 magazines, I’ve noticed 
piracy has been getting a lot of 
stick, and in nearly every letter 
people have said if piracy were 
to stop, the prices of games 
would go down. Who says it will 
go down? How do you know 
when piracy stops, most pirates 
won’t sell their copies? Mostjust 
swap, but if they stopped copy¬ 
ing games and bought games 
how would they know, apart 
from the old bank balance get¬ 
ting bigger? The reason most 
people copy games is because 
of the rubbish which is being 
released, and a lot of it is RUB¬ 


BISH. When a game is released 
we don’t know whether it’s a 
good or not. Even if the game is 
brill, ie. Giana Sisters, I didn’t 
have to fork out 10 quid for it, 
’cos someone sent it to me for 
the price of a 1 st Class stamp. 
Anyway, piracy will never stop, 
that’s a fact. Anybody that dis¬ 
agrees are totally out of touch 
with reality. 

P I Rate ‘TSD’ (my crew), Lon¬ 
don 

Well, Mr Rate, if I could come 
down from my purple cloud on 
the planet BumblyFruzz-gob, I’d 
reply. 

LM 


SOFT PRICES 

Dear Lloyd, 

It is self-evident that many 
Amiga owners will be forced to 
don eye-patches and wooden 
legs in the aim of a cost, and risk¬ 
free collection. The 
manufacturers can only blame 
themselves - no doubt, 
however, they will not. 

Surely the answer to this 
problem is to reduce the cost of 
Amiga games to the customary 
64 level of £9.95. Then Amiga 
owners would assuredly buy 
original software en masse. After 
all, it would be a most arduous 
task to find an Amiga game to 
match the best of its 8-bit 
predecessor - so why should we 
pay more? 

One other solution to this 
imbroglio is of course to provide 
a competent reviewing service, 
and, undeniably, Amiga 
magazines do exist. Most, 
however, deal largely with topics 
extraneous to a games player, 
and none provide the quality of a 
ZZAP! review, in its elimination 
of bias with multiple reviwers, 
comprehensive marking, clear 
separation of description and 
opinion, etc. Looking through 
my first copy in a year, however, 
ZZAP!’s old attempts at a 16-bit 
review were worse than most; no 


marks or price quote, and a 
comment amounting to more 
than a few lines per game. The 
Amiga is, after all, doomed to 
replace the 64 and many ZZAP! 
readers, such as myself, have 
bought this machine and are in 
need of an excellent games 
service. Why not then, as a 
magazine that reviews 
Commodore Software (quoting 
from every ZZAP! front cover) 
provide such a service for our 
fraternity? 

William J Church, 

Sheringham, Norfolk 

Again, unless you’re one of 
those incredibly discerning 
people who always read the 
Rrap before anything else in the 
magazine, you’ll probably have 
noticed that this month marks 
the beginning of regular, in- 
depth Amiga reviews with all the 
extras that you mentioned. Of 
course, nobody here (myself 
excluded) is absolutely perfect, 
so all comments, criticisms and 
passionately unbridled praise 
are welcome (especially the 
latter). However, I think it’s a little 
naive to assume that if Amiga 
software prices are reduced the 
pirating of those games will also 
cease. 

LM 


RAVIN’MAD 

Dear Uoyd, 

I, or rather a friend of mine, oh 
but I may as well be honest and 
say straight out that it is me... 
but I could have a friend like it, 
but no it is me. Suffer from 
indecision? Probably. 

I have lost two or three or 
maybe even five paper rounds in 
the past day or days. Please tell 
me what to do about it. No, no 
don’t. 

John Smith or Bobby Robson, 
Peterborough. 


PS. The two names above are 
purely fictional and in no way 
THE Bobby Robson or THE John 
Smith. 

Tell your friend to go to your 
nearest newsagent and say 
decisively in a very loud voice 
Mine’s a Guinness. On second 
thoughts ... no, no don’t 
Welt you could try it, / 
suppose ... 

LM 
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Have you \ 
got your hands 
on one yet? 

rUROmJksC 

BESSINGBY INDUSTRIAL ESTATE, BRIDLINGTON 
NORTH HUMBERSIDE Y016 4SJ, ENGLAND 
TELEPHONE: 0262 601006/602541 
FAX NO. 0262 400068 







A SILLY PERSON WRITES 


Dear Lloyd, 

Firstly I’d just like to say how 
much I am enjoying your 
magazine. (Ooooh, Thank You- 
LM) 

The real reason I am writing is 
because I am complaining about 
the state of computer games on 
tape. I have made up a collection 
of the tapes that haven’t loaded 
and the amount of times I’ve 
taken them back: 

Army Moves 2 
Necris Dome 1 
720 degrees 5 
Game, Set and Match 3 
Frank Bruno’s Boxing 3 
On-field Football 1 
Buggy Boy 2 
Paper Boy 4 
The Last Ninja 1 
Inside Outing 2 

As a result of all this 
inconvenience I have been 
driven to buy a totally new 
computer with disk drive. 

One idea I have come up with 


is that software shops should 
check or demonstrate the 
games they are offering. It would 
be time-consuming but the 
customers would be much 
happier. 

Stephen Clarke, Sidcup, Kent 
DA15 8DT 

Erm .. . Stevie-babes, can I ask 
you a question? Why on earth 
did you go to the extraordinary 
length of buying another 
computer and a disk drive? I 
mean, couldn’t you just have 
bought a disk drive to go with 
your existing 64 ? Or when you 
say 'a totally new’ computer do 
you mean another make of 
computer and not a 64 at all? 
What do you mean, Steve? 
Where are you? What’s the 
world coming to? What are we 
doing here? How can we stop 
the nuclear arms race? Why 
doesn ’t somebody do 
something real? What does it all 
mean? Aaaaargh! Hid 
LM 



THE ONLY PERSON WHO DOESN’T 
KNOW WHERE ROCKFORD AND 
THINGY ARE 


Dear Lloyd, 

I’ve decided it’s about time I 
wrote as I have a few 

for improvement in 


>!; 

For a start, get Rockford and 
Thingy back before something 
terrible happens. I mean, they 
could be roaming about the 
office, minding their own 
business, and Gordon could sit 
on them! (I know they’re already 
paper thin but this is ridiculous!). 

Next, the Compunet Section 
is brilliant, but I haven’t got a 
modem, so I can’t see these 
demos. Why don’t you do an 
offer? This also goes for Martin 
Walker, he goes on about what 
he’s written with his music 
player-all extremely interesting, 
but I want to hear it! 

Having just bought an Amiga, 
I think it is a good idea to have an 
Amiga Section, as all the Amiga 
only mags seem to be technical 
only, and, unfortunately, my 64 
won’t last forever. 

Lastly, I haven’t got I M A 
LIARS’ address, so could you 


3oJ 



tell me what happened to his 
dog? 

Barry Markey, Burstow, 

Surrey RH69RP 

Look , Barry, are you wearing a 
bucket over your head, do you 
need a pair of glasses , or what? 
How many times do we have to 
tell you? Stop griping, for 
goodness sake, and have 
another shandy. It’s ail right. 
Rockford and Thingy are back. 
OK? Hold on, taking into 
account the state of your 
alertness, Vd better make it 
easier for you: 

ROCKFORD 
AND THINGY 
ARE BACK!! 

Aaaargh! Nobody knows what 
happened to IM A Liar’s dog. 
Maybe somebody out there 
does ... Br... that was a hint. 

LM 


THE 

CLEANING 

CARTOONIST 


Dear Lloyd 

I was cleaning out my cupboard 
the other day, throwing away all 
my old school work, when I 
came across a cartoon I did 
about three years ago. I thought 
it was too good to throw away so 
I’ve sent it to you lot. 

Robin Ashdown, West 
Wickham, Kent BR4 9DF 


PS Talking of cartoons, I think 
you should bring back the 
Terminal Man plus the good old 
Thingy, Mr Nose and that other 
guy, urn, whatsisname, oh yeah, 
Rockford. 

Well, we thought it was too good 
to throw away too. Well, OK, we 
didn’t think it was too good to 
throw away - but we’ll put it in 
anyway. If anybody else has any 
good cartoons for the Rrap 
pages about anything at all (but 
particularly about computer 
topics), send them in - there’s a 
£20 software voucher for the 
best one! (Cor, aren’t we everso 
generous?) Anyway, Robin 
Ashdown, from West Wickham 
in Kent, come on down ... I 
mean, here it is ... 

LM 
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What’s on your list this Christmas? 

© 


Telecomsoft, First Floor, 64-76 New Oxford St, London WC1A IPS. 
Silverbird and Silverbird Logo, registration applied for. 


All available on Spectrum Commodore 64 
and Amstrad unless otherwise stated. 


























Dear Lloyd, 

Matthew Evans couldn’t have 
come from Flint, because I 
haven’t seen him and I’ve lived 
here most of my life, so there. 

Cart Higham, Flint, Clwyd 

Don f t worry Carl I We called your 
mother and an ambulance is on 
its way. 


MATTHEW 

EVANS 

COULDN’T HAVE 
COME FROM 
FLINT 


A RATHER 

DIFFERENT ZZAP! 
LOGO 


I was doodling during a boring Irish class, and came 
with this rather different ZZAP! logo. 

What do you think? 

David Ftandall, Dublin 18 

Think? Me? Never. Pass us another mince pie, Mart 
(hid )... I’d better hand over to Gordo before I fall 
over . . . (Gordo — it's nice, Dave, real nice.) 




KNOWLEDGE SO 
DANGEROUS, IT 
COULD 
PRECIPITATE 
THE END OF LIFE 
ASWEKNOWIT 

Dear Lloyd 

1 am writing to say that when a 
software house advertise a new 
game, they advertise it with 
Commodore Amiga and Atari ST 

BANANAS ARE 
TOTALLY STUPID 

Dear Lloyd 

In ZZAP! Rrap the section on 
bananas, Issue 42, was totally 
stupid and had nothing to do 
with games, computers or 
ZZAP! 

itself. I feel the Rrap section 
should be about either construc¬ 
tive criticism or something to do 
| with the computer world. This is 
my first ever letter to ZZAP! I 
hope you will print it, take the 
criticism and note my ideas. 

Barry Latcham, Crook, County 
Durham 

Actually, computers have an 
awful lot in common with 
bananas. Neither bananas or 
microchips contain any fat at all 
- if you ate a computer you 'd be 
\ taking in at least 100 calories 
(just like a banana) and if you put 
a computer on the floor you 
could easily slip on it. Corn- 


screen shots. Why do they do 

this? If you’re a thick s**t like 
me, you get very confused. 

So please ask them to use 
Commodore 64 screen shots. 
Tim Johnson, Lincolnshire 
LN122AD 

OK. Calling ail software houses : 
use Commodore 64 screen 
shots. Tim is a thick s*+t and 
doesn't understand. Gordo is 
like mindedly stupid (too much 
fat on the brain) and would also 
reouest 64 screenshots in ads. 
How's that? I expect they'll 
ignore us - they always do 
(mumble mumble) 

LM 


NVtS 


1*0 


by 




\ 2 . 


puters look rather nice when 
arranged in fruit bowls, and are 
yellow (if you paint them); the 
important bit of a computer is on 
the inside - just like a banana; 
and you could probably skin a 
banana with a screwdriver. Ah, I 
feel a song coming on: 

Deo, mise deo ... 

Daylight cum and me wan go 
whoam; 

Misede, misede, misede . . . 
(we have to interrupt this trans¬ 
mission of Housewives’ Choice. 
Unfortunately, our solo singer, 
Mr Lloyd Mangram, is rolling 
around on the floor with a 
chicken leg up his nose telling 
jokes about fish.) 

LM 


r* 


JUICY PARTS 

Dear Lloyd, 

T * 1 ‘TTiatridTof 1 'called G Davidson from Wolverhampton 
deserves a serious spanking. If people aren t flowed to 
complain in ZZAP!, then you can scratch that part of the 
mag and there will be no telling where it II end. 

TOR, Antwerp 

Amazing! I was saying exactly the same thing to my good 
friend, Barbara, just the other day. She went bright red 

an( ^How dare you call me juicy! Just you say that again! 
Well, OK. We think he deserves a serious spanking, 

too. 

LM 

Woo! Well, that’s the end of another 
Christmas special - at least as far as I m 
concerned. Of course I’m the only person in 
the office that has finished - everyone else is 
still slogging hard over the last of the 
features, tips and reviews. Baiting reviewers 
is a really interesting sport. All you have to do 
is wave great big bags of doughnuts under 
their noses and sing ‘Jingle Bells’ ' n 
loud voice down their ears. You get brilliant 
special effects. Every time Gordon moves, 
the light bulbs begin to flicker, the floor 
begins to shake and everyone else dives for 
cover - just like fireworks. Well, I m off to all 
those Christmas parties -1 can just se® th< ?® e 
huge branches of mistletoe, the silly hats, the 
punch, the crackers, the congas ... just 
hope I don’t make a fool of myself, l'k© last 
year with that bottle of QC at the ZZAP. ■ - • 
Er . . . on second thoughts, never mind. 
Anyway, the new year is a time for new 
beginnings, refreshing . ... er . ■ • 
refreshments and lots of inspired thought. 
Send every single one of them to: LLOYD 
MANGRAM, ZZAP! RRAP, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 1DB. OK. 

























































































Jinqle bells, jingle bells, tra la la la la... Oh, hello readers, Uncle Gordon here. I f y°“’“l' ike 
meand need 60 square meals a day over the festive season, why not buy some of these old 
games. Goodness knows, they’re cheap enough and some of them are even quite good. 
Here’s Uncle Paully to tell you all about them. Hello Uncle Paully. 

GHOSTS 1ST I 
GOBLINS 

Encore, £2.99 


C hris Butler at his best! A 
fabulous conversion of the 
spooky Capcom coin-op 
platform/shoot ’em up in which a 
heroic knight legs it across Zombie 
1 country, through ghost-infested 
i forests, around ice caverns and 
I over pits of flame to save his 
sweetheart princess. Extra 
| weapons of differing properties 
| are available to add some variety 
the blasting fun. 


Butler’s sprites and backdrops 
are pretty classy and very 
reminiscent of the arcade game. 
Mark Cooksey supplied the 
suitably spooky ‘ WooOOO ’ 
soundtracks which helps the 
atmosphere along. However, it is 
the gameplay which really makes 
this a winner, being both really 
frustrating yet incredibly addictive. 
A real steal at the price! 

OVERALL 94% 
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CAULDRON 

Silverbird, £1.99 

P alace’s second ever game 
takes the form of a 
horizontally-scrolling shoot ’em up 
with a bit of platform action. Climb 
on your broomstick and direct 
your friendly neighbourhood witch 
around the scrolling landscape, 
blasting the minions of the evil 
Pumpking with magic spells. 
Coloured keys are scattered 
throughout the landscape which 
open the entrances to 
underground chambers full of 


platforms and bouncing beasts. 

At the far end of the chambers 
there are the essential ingredients 
of the spell which will make the 
Pumpking pack up his vegetable 
protection racket and move 
elsewhere. Graphically, sonically 
and gameplaywise, this is an 
excellent blend of the two game 
types, but I would gripe that it’s a 
bit too hard. Well worth £1.99, 
though. 

OVERALL 81% 


WIZARDS 

LAIR 

Bubble Bus, £1.99 

O oh, cripes, dunno why they 
wanted to re-release this. 
Maybe it’s because it was 
awarded a Sizzler in issue 7 of 
ZZAP!, but I mean, that’s three 
years ago for Ron’s sake! The 
game itself is very much like 
Ultimate’s old maze games, in that 
play consists of wandering from 
one room to another in a vast 
maze. You can hurl axes at 
itinerant nasties, but they appear 
in such abundance and there is 


often so little space on the screen 
to manoeuvre that they are almost 
impossible to hit before they hit 
you. 

The object of the game is to find 
all the pieces of a golden lion 
totem, but with gameplay so 
uninteresting, graphics so weak 
and sound so ghastly you’ll be 
lucky to find the first segment 
before you’re forced to switch off. 

OVERALL 38% 
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THE SACRED 
ARMOUR OF 
ANTIRIAD 

Silverbird, £1.99 

Xt s top student at the school 
for warriors, Tal has been 


explosive charge which would 
further his cause no end if he can 
plant it in the alien reactor room. 

The game is played as a flick- 
screen platform game and very 
good it is too (though a little bit 
hard). Sound is up to the usual 
Palace standard, but the graphics 
are quite superb, having been 
drawn by a professional comic 
artist. Buy it! 

OVERALL 91 % 


chosen to free his race from the 


HflGIC 


DYNAMITE 

DAN 

Silverbird, £1.99 

A platform game in the Mills 
and Boon vein in which the 
Dan of the title has to rescue his 
beloved from the clutches of a 
mad professor. The girl of Dan’s 
dreams has been locked in a safe 
(it’s a big safe) in the dastard’s 
mansion and you have to hunt 
around its vast number of rooms 
for dynamite (hence the title) to 
blast her free. 

Of course the prof, being a 
certified noodle, has done away 
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FIGHTER 

PILOT 

Silverbird, £1.99 

O riginally a top-selling 
Spectrum flight-sim by 
Digital Integration, this was 
converted to the Commodore 
three years ago to some critical 
acclaim. The fighter which you 
have to pilot is an F-15 Eagle, and 
as you would expect, part of the 
game is flying into battle and 
destroying enemy bombers which 
are making large holes in your five 
airbases. 

Options to change turbulence 
levels, visibility, game type and 


skill level make this a good 
simulation, but good simulations 
aren’t usually very action-packed. 
The combat is hardly exciting, 
requiring you to spend ages 
sneaking up behind your foe and 
then riddling his bum with bullets 
If he gets away first time, you’re 
not likely to see him again before 
the end of the game. As I said, it’s 
a good simulation, and as such is 
one for simulation buffs only. 

OVERALL 60% 


CAULDRON II 

Silverbird, £1.99 

P alace’s sequel to their other 
bewitching game 
concentrates on platform action. 
After having taken the Pumpking’s 
crown, and building a castle for 
herself, power has gone to the 
witch’s head and she’s turned all 
nasty-like. As a reformed pumpkin 
it’s up to you to bounce your way 
around the platform-packed 
castle and hunt out the five 
ingredients of a spell which will 


banish the witch to an alternative 
shopping mall. 

As before, the game’s graphics 
and sound are very good indeed 
but play is hampered by a very 
tricky bouncy control method, 
which makes accurate jumping up 
stairs or around ghosts nigh on 
impossible. If you can tolerate the 
frustration this isn’t bad for the 
money. 

OVERALL 72% 


with the mansion’s floors and 
staircases, and has installed a 
system of platforms and cat-walks 
patrolled by outlandish 
monstrosities. Should Dan hit one 
of the prof’s peons he loses energy 
which can only be replaced by 
collecting the food which is lying 
around. All in all it’s not a bad little 
game, though graphics and sound 
are a bit dated now. Platforming 
fans should lap it up. 

OVERALL 79% 


ZZAP! Christmas Special 1988 91 



































































POWERPLAY 

Players, £1.99 

A trivia quiz game with a 

difference. Up to four people 
play, each having a team of four 
characters from Greek mythology, 
and answer multiple choice triv 
questions. As you accumulate 
correct answers, you can ‘mutate’ 
your characters into more 
powerful ones and attempt to 
destroy your opponents’ 
characters by moving up to them 
and ‘challenging’. 

The first of the two to answer a 
single question wins the challenge 


and the loser’s character is taken 
down a level. Losing too many 
challenges results in that 
character being removed from the 
board and when all your 
characters are gone, you’re out of 
the game. This is one of the best 
games of its type around, and 
coming as it does with several 
question files and a question file 
compiler, it must be one of the best 
value for money. 

OVERALL 92% 


'JAMES BOHD'? 

ROGER MOORE^SEnH^COMNERV 


COMMANDO 

Encore, £2.99 


C hris Butler was given the job 
of converting the Capcom 
arcade hit, but the resulting game 
certainly isn’t one of his best. 
March your grunt up the screen, 
taking out enemy infantrymen, 
machine gun nests and transports 
using your machine gun and a bag 
of grenades. At the end of each 
level is an enemy base which 
opens its gates as you approach 
and spills hostile soldiers all over 


SHOCKWAY 

RIDER 

Rack-it, £2.99 


T he future is a paranoid place 
where violence is rife. At least 
you don’t need to move your legs 
when you’re outside though, 
because the Council have just laid 
a system of moving pavements 
which convey citizens through 
town quickly and easily. However, 
the pavements are favourite 
haunts of muggers and other 
vagabonds so anyone who rides 
them has to be prepared for a fight. 


Your objective in the game is to 
complete a circuit of various city 
districts, beating off the attentions 
of said miscreants with your fists 
and any debris you can pick up, 
such as bricks and spheres. As 
you might have gathered, it’s a bit 
weird, but such an unusual form of 
digital violence makes for quite an 
entertaining game. Worth a look. 

OVERALL 75% 


Rack-it, £2.99 

T his a pretty straight space 
shoot ’em up, replete with the 
standard Aliens Invading Terran 
Colonies scenario. Even so, it’s 
got the essential shoot ’em up 
ingredients - pace, good 
graphics, a thumping soundtrack 
(written by none other than Rob 
Hubbard), and loads and loads of 
aliens to blast. 


The only problem with the game 


is that there isn’t an awful lot of 
scenery and after you’ve got 
through it once, there’s not a lot of 
incentive to come back to it. 
Another example of ‘Not Brilliant, 
But At The Price ... ’ See what I 
mean? 

OVERALL 78% 
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COMBAT 

LYNX 

Encore, £1.99 

A nother flight simulation, this 
time taking the Westland 
Lynx helicopter as its subject. 
After choosing a load of weapons 
to kit your Lynx out with you’re 
launched into hilly enemy territory 
which is swarming with troops, 
and packed with gun and missile 
emplacements and enemy bases. 
This a bit of a strange simulation, 
because although it offers the 
standard 3D view of your 
surroundings, you watch the 


action from behind a helicopter 
sprite. 

Also, instead of giving a 
constant view straight ahead of 
the Lynx, the program allows you 
to turn through ninety degrees 
before the view suddenly flips 
round. Quite why the 
programmers did things this way 
eludes me. It certainly doesn’t add 
much to the slow and unexciting 
action. Not really recommended 
OVERALL 48% 


LEADERBOARD 

KIXX, £2.99 


G olf,’you might think, ‘What 
could be more boring than 
golf? ’ Ahaaaa . ..! 

Ahahahahaaa!! You obviously 
haven’t played any of Access’ 
brilliant Leaderboard series. This 
is the original game which gives 
you four, eighteen-hole courses to 
play on, with up to three other 
players all playing at one of three 
skill levels. 

The golfing action is portrayed 
in glorious 3D-o-vision and 


accurate driving, putting and 
pitching is all down to club 
selection, power of swing and 
strength of hook or fade. Power 
and shot type are set by hitting the 
fire button at judicious moments to 
halt moving force gauges. If you 
haven’t got any of the series 
already, then why not? This is a 
perfect opportunity to get your 
hands on a classic sports 
simulation. 

OVERALL 90% 


AIRWOLF 

Encore, £1.99 

A fter buying the license for the 
fab (I think) TV series, Elite 
put the super-helicopter into a 
strange sort of maze game. 
Stringfellow Hawke (the pilot) has 
to guide his whirly-bird into an 
underground labyrinth in search of 
five kidnapped scientists. The 
maze is protected by death¬ 
dealing rays and force shields 
which can only be neutralised by 


finding the corresponding control 
boxes on the maze walls and 
blasting them with your chain 
guns. 

Airwolf is three years old now 
but still manages to be pretty 
playable, though the graphics and 
sound certainly looktheirage. Still, 
there are plenty of worse games 
going around at the same price. 

OVERALL 70% 


WAY OF THE 
TIGER 

KIXX, £2.99 

W ho would train to be a Ninja, 
eh? The Man in Black in this 
game has to master three forms of 
combat to attain his destiny. In the 
first part of his training he has to 
enter the desert and use 16 
unarmed combat moves to keep 
away enemies of supernatural 
strength. In the next part, our hero 
has to step onto a slippery pole 
and protect a magic lake with his 
Ninja staff-just like some kind of 


‘It’s a Knockout’ game (only 
without Stuart Hall). 

Finally, it’s time to enter the local 
temple for the all-comers Samurai 
chop ’em up-sword-fighting, you 
know? The beat ’em up action isn’t 
too bad, but the game is marred by 
very ropey sprites and a really 
awful multiload and isn’t really 
worthy of consideration. 

OVERALL 43% 
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TEST CRAZIEST CAME SHOW ON EARTH 
NERVES OF STEEL... AND A PASSION FOR 
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- s ACTUAL SPECTRUM SCREEN 

AND TO CUIDE YOU THROUGH ITIIERI 
THE HOST WITH THE MOST...TH£ONE A 


s a totally addictive and excellently presented game that will 
bring hours of fun!!... 85%... CRASH. I—LJ—L 

that I can see being copied quite alot...C & VG.——L 


A Novel idea and one 


COMING SOON 


ATARI ST 
Disc £19.95 


SPECTRUM 
tape £7.95 

COMMODORE 64 
^ Tape £9.95 
Disc £14.95 


SALES AND MARKETING BV 


AMIGA 


Disc £19.95 


IBM PC EGA/CGA 


Disc £19.95 


NOW AVAILABLE IN AUSTRALIA FROM Y.P.A. 
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CNET MODEM 
| (COMPUNET) 

r f you’re a regular reader of 
ZZAP! then you can’t have 
failed to notice that the odd 
I Compunet feature has graced our 
pages from time to time. If you’d like 
to take a meander through the ’net 
for yourself, then you’d better get 
I hold of a CNET modem. 

For just £39.95 you can log on and 
enter of world of art, music and 
general scrolly demos by names you 
may (or may not) recognise; such as 


Bob Stevenson, Dokk, IG, Tony 
Crowther, Ash and Dave and many, 
many more. Well, okay it’s not just 
£39,95, you have to pay a little bit to 
use the ’net each time. The basic 
charge is £12 a quarter and a penny 
for every minute on the ’net. 
Alternatively, you can choose to pay 
£25 a quarter and not be charged for 
using the ’net at off-peak times. But 
you still have to take the ’phone bill 
into account! 



M 
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ZZAP! 12 MONTH 
SUBSCRIPTION 


^ITverything you need to know 
AJT about the world of the C64 
and Amiga for one whole 
year. How can you do without It? How 


can we do without you? Have you 
£18 to spare, or £25 outside 
mainland UK or£38 outside Euroi 
If so, SEND US YOUR DOSH' 
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THINGS THAT 
PLUG IN THE 
BACK AND 
RUT THINGS 
ON DISK 

ACTION REPLAY MK IiVj£*\ 
(DATEL) _J 


3 SLOT MOTHERBOARD 
(DATEL) 

J0V ver wished that you could which can be switched on and off at 
far plug more than one thing into the flick of a switch. The whole thing 
your 64 at a time? Well with is safely fused and has a reset switch 

this doobriefrom Datel you can!The too. As the ad says, ‘Only £16.99. 


hack into programs and mess around 
in machine code, then maybe the Mk 
IV Professional is for you. It has all the 
features of the standard Mk IV 
cartridge, with the addition of an 
extended monitor, RAM save and 
other useful tools. The cost of this 
mega cartridge is £34.99. A bit more 
expensive, but some may think it’s 
worth it. 


^^^atel’s system actually does 
^T^more than just put back-ups 
onto disk. Also included are 
such tricks as a sprite killer, printer 
dump, screen saver and a turbo 
which uses the superfast Warp 25 
loader. All this is available for £29.99 
post free\ Cor. 

For those who would like all these 
functions and also have the ability to 


16K EPROM BOARD 
(DATEL) 


will with this rough and tough plastic 
box. It even has a built in reset switch. 
A snip at £8.99. 


ot any EPROMS that need 
mounting? (Oo-er! Thet’s 
enough of that!) Well now you 


can plug in and remove EPROMS at 


EXPERT CARTRIDGE 
(TRILOGIC) 

^mespite the cartridge itself 
looking like something out of 
an HG Wells story, Trilogic’s f 

product does prove to be a useful S 

device. Not only does it allow you to f 
make disk backups of programs, it / a 

also allows you at the flick of a switch A 

to use a monitor to enter code 
directly into the program, enabling 
you to cheat at games (Ooh! The very 
thought!). Trilogic also claim that 
their turbo system loads even faster 
than Warp 25. Gosh! All for just 
£25.99 post free. ' .— 


FREEZE MACHINE 
(EVESHAM MICROS) 


C64 RESET CARTRIDGE 
(DATEL) I 


T his cartridge is an extension 
of the Freeze Frame series. 
Like their other backup 
cartridges, Freeze Machine contains 
two save systems; the standard save 
that doesn’t require the cartridge to 
load and the Lazer save that has a 
faster turbo, but needs to be loaded 
via the cartridge. Extra functions 
include a built-in reset switch and a 
fast disk formatter. The cartridge is 
available from Evesham at £28.95, 
with an extra extra utility disk update 
priced at £7.95, allowing you to disk- 
save even more programs. 


^ must for anyone who lacks 
the necessary dexterity with 
f j a paper clip to reset their 
machine and doesn’t know one end 
of a soldering iron from the other 
(that could be painful actually, 
couldn’t it? Ow!). For just £5.99 you 
get an expansion port reset switch 
set in a sturdy plastic case. The days 
of flying shards of exploded 64 are 
over! Maybe. 
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OCEANIC OC-118 FOR THE 
C64 (EVESHAM MICROS) 


AMIGA 2ND DRIVE 
(EVESHAM MICROS) 


T he Oceanic is an elegant 
slimline drive which was 
previously sold as the 
Excelerator plus. When it was 
originally released, it was highly 
acclaimed due to its speed and 
reliability and even today it’s still one 


£129.95 including a free copy of the 
GEOS system disk or £149.95 with 
GEOS and Freeze Machine. Well 
we’ve got one and it doesn’t go wrong 
very often. Only joking... it goes 
wrong all the time! Ooh, aren’t I just 
a kidder! It never goes wrong! Ha ha 
ha ha ha! Koff! 


^^s the name suggests, this is a 
standard external drive for 
7 ▼ the Commodore Amiga. 

Modelled in the standard Evesham 
slimline form, the drive is completely 
compatible with all A500 or A1000 
machines with 880K capacity. A very 
good quality drive at the meagre 
price of £89.95. An absolute must for 
fans of Cinemaware-type double-disk 
programs or users of Photon Paint. I 
hate disk-swapping. I mean I really, 
really hate disk swapping. I really 
really, really ... (We get the picture - 


of the best 64 drives available. The 
drive is available from Evesham for 


EXTERNAL 3.5” DRIVES 
(DATEL) 


C64 BLUE CHIP DRIVE 
(DATEL) J 


/^^atel’s Amiga-compatible 
drives are among the most 
attractive available, sitting 
very pretty by the Amiga. The 
unformatted capacity of one meg 


(ten pounds more than Evesham’s) 
it’s worth thinking before spending. 
Another point of interest - why have 
they decided to charge more than 
twice the price of a single drive for a 
twin drive? Beats me (as the 
masochist said to the marriage 


and the ability to chain drives 
together make this a very desirable 
little number, but priced at £99.99 


^^mother drive that claims 
more compatibility than any 
/ ▼ other drive on the market’ 

(they can’t all be more compatible!). 
Still, if you're on the lookout for a tidy 


little drive that won’t dent your 
pocket too heavily, then you could do 
worse then this for £139.99. Hold on, 
that is a bit on the dear side 


counsellor!). 


PHILIPS CM8833 COLOUR 
MONITOR (EVESHAM 
MICROS) 


PHILLIPS CM8852 
COLOUR MONITOR 
(EVESHAM MICROS) 

T his is the same as the one I higher resolution 
mentioned above, but it is little more. £299 
capable of displaying at a | that saved a bit c 


ver y high quality monitor for 
the Amiga, featuring a good 
v y quality full-colour, medium- 
res display, green screen option, 
stereo sound and switchable inputs, 
allowing you to switch between, for 
example, computer or video input. 
Also incorporated is a mini stereo 


headphone socket, so that you can 
listen to your games in private. We 
run our Amiga in the office on one of 
these monitors and we’ve found 
them rather good, especially at the 
price of £279. Not bad for such a high 
quality picture. 
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COMMODORE1084 COLOUR 
MONITOR (ANY COMPUTER 
HARDWARE SHOP) 


y'^ommodore’s official new full- 
j / colour, medium-resolution 
I monitor works with both the 

64 and Amiga, depending on the 
j connections used. But don’t panic, all 
| the necessary leads for both 
machines are included. The monitor 
itself is of a remarkably high 


standard. In fact, all the screenshots 
of 64 and Amiga games in ZZAP! are 
taken from a 1084. Unfortunately, 
the sound isn’t stereo, but it’s still 
very good quality and it costs less 
than the Phillips monitor, usually 
around £249. One of the cheapest, 
but one of the best. 


THINGS 
GO UR, 
DOWN, 
RIGHT, 

AND 
WIGGLE 
WIGGLE 
WIGGLE 

JOY BOARD (EUROMAX) 


jAJthough it looks slightly odd, 
L^^^the Euromax Joy Board is, in 
y ▼ our, opinion the best 
| available table-top joystick. The stick 
movement is loose and comfortable 
■ and allows you to react quickly to the 
| on-screen action. The auto-fire’s 
really good too and the rate is 


adjustable. Not content with making 
a really good joystick, Euromax have 
bunged on a pair of paddles, for use 
in programs that need an analogue 
input. The Joy Board is available from 
our own mail order and you can have 
one for your very own for just £19.95! 


I TERMINATOR 
(SUPER SOFT) 

•ome of you will probably 
^have already seen this stick 
lurking in software stores. If 
you had then you wouldn’t forget it, 
seeing as it looks like a hand grenade! 
The stick itself is mounted on top, 
near the pin, while the fire button is 
the grenade clip. A trendy enough 
idea to make a grenade-shaped stick 


COMPETITION PRO 5000 
(EUROMAX/DYNAMICS) 


T his black and red stick nas 
become quite a classic in its 
time, being used in many a 
gamer’s home. The 5000 is still an 
excellent joystick, having a 
marvellous feel suitable for most (if 
not all) types of games. The price 
currently stands at £14.95, and the 
stick can be found on sale all over the 
place, including branches of Boots 
and Argos. But if that’s not 
enough... 



COMPETITION PRO 5000 
CLEAR 
(EUROMAX/ 

DYNAMICS) 



T he 5000 Clear has all the 

great feel and strength of the 
standard 5000, but with a 
trendy clear case, so that you can see 
the workings. Cool, eh? And for just 
one quid extra. Speaking of extra... 


COMPETITION PRO 
EXTRA 
(EUROMAX/ 
DYNAMICS) 

T his stick also has the feel of 
the 5000 and a clear case, 
but it has the addition of an 
auto-fire and slow motion movement, 
for squeezing through tight corners 
(yuk! Sounds disgusting!). To you guv, 

£16.49. 




MACH I 
(CHEETAH) 

heetah, one of the bigger 
/ . joystick companies, are 

renowned for their ‘pistol 
grip’ type joysticks, and the MACH I 
is another one of the type. The stick 
itself is nothing to shout about, being 
the standard upright, top-firebutton, 
autofire sort, but it is quite cheap at 
just £10.95. Check it out. 



to give a hard look, but the stick itself 
is very uncomfortable to operate. 
The stick is too small, the button 
gives very little feedback and it starts 
to feel heavy after a while. Still, if you 
feel you must have one then they 
cost £10.95 ‘from good dealers 
everywhere, folks!’ 
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CHALLENGER 

(CHEETAH) 


NAVIGATOR (KONIX) 

^^^nother innovative stick comfortable to hold, but the stick 

design from Konix, the even shorter than the Speedking 

T , . Navigator resembles a Star making it a bit fiddly. Still it's nice 
Trek phaser. Again the device is enough for f 14 99 


nother 'grip' joystick which 
is budget in every sense of 
7 ▼ the word. The stick doesn’t 

feel in the least bit robust and 
handles rather poorly. In fact I don’t 
think it would last five minutes of DT’s 
Olympic Challenge! As it’s only £4.95, 
only those with a serious lack of 
money should indulge. 


(CHEETAH) 

buttons. The extra functions are 
accessed by the use of a second 
joystick port, which is fair enough 
people start writing programs to 
utilise these functions. Still at 
£12.99... it costs money (eh?). 


T his special edition joystick 
has all the normal functions 
of this type of controller, 
such as trigger button and auto-fire, 
with the addition of a rotating grip 


STAR FIGHTER 
(CHEETAH) f 


ell, here we have (surprise, 
surprise) another 4 pistol grip 
joystick. Cheetah obviously 


consider this their premium joystick 
judging by the £14.95 price tag. The 
stick look a bit like the Gorf and Tron 
controllers in the arcades and... it’s 
quite nice, actually. Keep a look out 


CRUISER (POWERPLAY) 


i^ - tried and tested ZZAP! 
favourite, the Cruiser. Ours 
J ▼ has stood up to mad 
reviewers thrashing about on it for 
quite a while and is still wearing well. 


C64 DIGITAL SOUND 
SAMPLER (DATEL) 

P atel’s 64 sampler is samples 

considered to be the best Live effects su« 

available. So let’s see what and reverb 
we’ve actually got here: Realtime 40-nc 

Sample between 1 second and 2 remembers last 4 
and a half seconds at 30 kH MIDI compatib 

Set trigger between instant or The Datel samp 

1 quality and more 

Full sample and loop editor other 64 sampler, 

3D and standard flat waveform numerous functio 
plot, including live input display use and at £49.99 

Disc users can split sounds to use you want to turn f 

in Corn-Drum editor drum machine, a p 

Record sounds with echo and available from Dal 
delay and overdub onto previous Blimey' 


The adjustable sensitivity collar is a 
good idea and allows you to set the 
stiffness (k-wooar, k-wooar! Nothing 
wrong with my stiffness!) of the stick. 
The general feel is very good and 
makes the Cruiser one of our top 


CRUISER CLEAR 
(POWERPLAY) 


he clear version of the 
Cruiser has all the qualities 
of the standard cruiser set in 


a clear case. Oh, and it’s got an auto¬ 
fire too. All this for just £12.99. What 
more could you ask? 

''W*AT 


SPEEDKING (KONIX) 

^^fter people got over the initial I r — - — 


response that this joystick 
r f received, ie ‘What the hell is 
it?’ the Speedking went on to do 
rather well. The stick is primarily for 
people who don’t like to play with a 
joystick on the desk, as the 
Speedking can only be hand-held. 


The grip is comfortable and the stick 
has a good tactile feedback, but the 
shaft could have been a bit longer. 
The Speedking is widely available for 
just £11.99 or £10.99 if you order it 


from ZZAP! (plug, plug). 
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SFX SOUND SAMPLER 
(COMMODORE) 


^^^ommodore’s own sampler 
/ comes in a sleek, dark gray 
module that plugs into the 
64’s expansion port. It comes 
supplied with leads to connect its 
output to a stereo or amp and a 
microphone. However, the mike isn’t 
really good enough quality to get 
usable samples so avoid using it if 
you can. Anyway, enough of that, 
here’s what it can do. The basic 
functions on offer are: 

A single shot sample of 1.4 
seconds length, which can be played 
forwards, backwards and/or looped 
over the keyboard at various speeds 
A ‘Quatro’ sample which splits the 
max length into four separately 
sampled parts to use in a one-track 
16 note sequence 
A pitch converter which can raise 


or lower the tone of the input 

An echo chamber which can give 
a delay of between 80 milliseconds 
and 2 seconds 

The sample quality is remarkably 
good for a machine at the price and 
if used with care, the samples can 
sound quite effective in a recording. 
The sequencer isn’t too great, being 
only one track and non-tunable, not 
to mention the fact that it seems to 
lose time every now and then. The 
echo can be extremely effective if set 
right and Maff has often used it to 
expand sounds in his recordings 

The SFX Sampler, when all is said 
and done, gets some of the best 
quality samples you could expect 
from the 64 and at the price of 
around £60 it’s worth searching out. 


Full hi-res sample editing with 
zoom function for accurate edits 
Realtime level and frequency 
displays 

Saves in IFF format, a standard 
used by many software packages 
3D ‘Fairlight’ type sample display 
Sequencer software includes 2 
and 3 note chords over 5 octaves, 4 
track sequencer with up to 9999 


events, adjustable beat and tempo 
and a built in mixer 
The sampler itself is superb and 
the software looks like an on screen 
mixing desk with sliders, buttons, 
windows and LED displays. The price 
of the sampler and software is 
£69.99. Even now Maff is searching 
for his cheque-book. 


SOME USEFUL CONTACTS 
FOR THESE 
BITS ‘N’ PIECES 


COMPUNET, Unit 26 Sheriton 
Business Centre, Wadsworth Road, 
Perrivale, Middx, UB6 7JB 

LOAD IT, 35 Stretton Road, Shirty, 
Solihull, W Mids, B90 2RX 


AMIGA AUDIO DIGITISER 
(TRILOGIC) 


T rilogic’s foray into the 

sampler market comes in the 
form of their low-price Amiga 
digitiser. Housed in a case about the 
size of a TV modulator and supplied 
with input leads, the digitiser is 
designed to work with most available 
commercial software, such as 


Audiomaster, Prosound and Perfect 
Sound. The digitiser is just the thing 
for Amiga owners (with the relevant 
software) who want to dabble with 
sampled sound at a relatively low 
price and the price is... £24.99 
(wow). 





fay s ; 































































